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IVEN THE AMOUNT OF EFFORT IT 


TAKES TO SCORE, IT SEEMS ONLY FITTING 
i THAT IT’S CALLED A GOAL. 
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PROPERTY OF PLAYSTATION 
ATHLETIC DEPT. 


This game rips asphalt. White- 
knuckle the wheel and feel those 
raw nerves pulse. 230 mph. Crashes 


So realistic, you'll beg for salve. 
Add a little split-screen action so 
you can taunt your friends. Formula 1 


THS Lap 
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THE GAME IS NOT LICENSED sy cia, Formuta ONE AMINISTRATION LTD. OR GI 


has been reborn. Grab hold, Pierre. 
The back of your neck is going for 
a ride. 
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Why You Need A Book Dedicated To Sports Gaming 


ith so many different gaming 
publications on the market, 
the question “Why do we need 
a book dedicated to sports 


gaming?” is posed. 


It’s a fair question, and one that should 


be answered. 

Sports video games are past the point 
of being simple football and basketball 
games comprised of three-man teams— 
they are now full-fledged simulations that 


let you draft teams, sign free agents under 


a salary cap, and I’m sure somewhere 


along the line you'll have to start attending 


press conferences too. 

The quality of sports games is evolving 
so much and so quickly that, like referees 
Or umpires, it requires experts in the 
field to accurately officiate and judge 
the games we play (although | guaran- 
tee we make better calls than 
those pro refs). You deserve 


reviewers that will look ay ek. 


past fancy graphics and 
get down to the nitty- 
gritty; reviewers that 
can tell you why 
Madden NFL 98 edges 
out NFL GameDay 98. 
Think about it— 
would you want 

the weatherman 
doing sports cov- 
erage? He can tell 
you what the field 


conditions were like at game time, and who 
won—but not why. 

Admittedly, | don’t know every sport 
inside and out, and where | thought | 
couldn't give you the best in-depth 
opinions, | dug into FGM’s deep roster 
and found the best editor for that sport. 
For example, John Ricciardi is a die-hard 
hockey fan, and Kent Frechette is an avid 
golfer—both lent their insightful expertise 

to this book. 
For a sports team, the 
key to success is to 
put the right people 

in the right places, 
and | think that’s 
exactly what we’ve 
accomplished here. 


Jonathan Lane 
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Our programmers found a way 
to create the most 


authentic basketball game around. 


NBA Fastbreak ’98. The most realistic, full-motion 5-on-5 sim you'll ever play. We've duplicated the | Bonus inside game! NBA Fastbreak’98 


NBA‘s hottest players and their moves. You call the shots: use Rodman’s rebound or O'Neal's power playbook. A Midway exclusive! Authentic 
| | | | | inside tips on NBA team plays and 
dunk; make Stockton shut down Kerr; have Hill take it to the hole and Hardaway shoot the three! | jngiviqual player moves. And they’re 


There’s only one way to play a more realistic game of basketball - get drafted into the NBA. yours to call. 
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It’s called Liquid AI)” chief, and you better get a heads-up 


on what it is before it crushes you like a little ant. 
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1) GAMEBREAKERS 


PERIPHERALS 


Check out some of the best stuff you can get for improving 
your sports gaming experience. 


VIDEO GAMES copes te : 


Who said you have to be a good sport and not cheat? | 
We have loads of new codes and tricks to keep you winning. 


0 FEATURES 
50 THE EVOLUTION OF Al 


Ever wonder why you smoke your sports games by a score of 50-0? 
We explore why the computer is so dumb, and how it’s finally getting smarter. 


24+ MADDEN 64 STRATEGY 
_ Find out how to embarrass your friends with this guide to Madden 64. 
It was repeatedly tested on the best EGM sports game players until they cried. 


58 NFL GAMEDAY 98 STRATEGY 


Learn the secrets to shredding those pretty 3-D polygonal football players 
to bits with our comprehensive play-by-play guide. 


9 PREVIEWS 


Fi Pole P Position ne 
FIFA: Road | To World cup a. 
| International SuperStar Soccer 64 
MLB: Featuring Ken Griffey Jr. 
_ Nagano 
! — Olympics 98 
Ae NBA InThe Zone ’98 
ae NFL Quarterba o Club’ 8 
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FOOTBALL 
Madden 64, NFL Quarterback Club ’98, Madden NFL 98, NFL GameDay 98, 
NCAA Football 98, Jimmy Johnson VR Football ’98, NCAA GameBreaker 98 


BASKETBALL 
NBA Hang Time (N64/PS), NBA In The Zone 2, NBA Shoot Out 97, 
NBA Action’98, NBA Live 98 


HOCKEY 
Wayne Gretzky’s 3D Hockey ’98, NHL Breakaway ’98, NHL 98, 
NHL Face Off 98, NHL Powerplay ‘98, NHL All-Star Hockey ’98 


RACING 


Automobili Lamborghini, Top Gear Rally, San Francisco Rush, F-1 Pole Position 64, 
Multi-Racing Championship, Moto Racer, NASCAR 98, Cart World Series, 

Grand Tour Racing ’98, F-1: Championship Edition, Test Drive 4, 

Test Drive: Off-Road, Need For Speed: V-Rally, Porsche Challenge, 

VMX Racing, Rage Racer, Manx TT: Super Bike 


BASEBALL 
MLB 98, Triple Play 98, World Series Baseball ’98 


GOLF 
PGA Tour 98, VR Golf ’97 


SOCCER 


FIFA: Road To World Cup 98, International SuperStar Soccer 64, 
Worldwide Soccer ’98, Goal Storm ’97 
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amplified built-in 15 watt sub-woofer— 


Yelelaye| precision-adjustable Stereo 2 
speaker doors - 


video game sound presets 


hyper graphic enhancement 
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extreme works with all video 
game systems 
power 


eats 


multiple game system 
hook-ups . 


tilt/swivel stand 


stereo headphone jack 


backlit remote.control 


aimed right at your 


eardrums 
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America’s Place to Shop for Video Games 


for more information on the GXTYV (model GXE1395)\ call 1 80 
* estimated selling price is $229 before $3€ 
Ne Offer valid\on purchas 


©199ASamsuna E conics America inc: 


isit http://gxtv.sosimple.com/ 
. actual dealer price may vary. 
Dct. 1, 1997 and Jan. 15, 1998. 
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We Finally Get To See EA’s Most Popular Sports Game In 3-D 


t long last, Nintendo 64 owners 
have a Madden football game 
to call their own. Not only is it 
the first 64-Bit Madden game, 
but it’s also the first 3-D one as well. 
Madden 64 arrived quite quickly (and 
unexpectedly), but it came at a price, as it 
doesn't include the NFL license that is 
almost a requisite in present-day football 
games (in the old days it was a luxury). 
This, of course, means there will be no NFL 
team colors, logos or names in the game. 
EA is hoping that a few things will cause 
gamers to overlook the omission of the 
license. They include 
real NFL players 
(NFLPA license) that 
will play for the right 
cities, and even more 


Here, Favre was nice enough to pose for 
this screen shot. What a stand-up guy. 


importantly, the great gameplay that 
made the series so popular. 

On the other hand, the 3-D graphics 
might do the trick. By using polygonal 
graphics, a lot of cool things can be 
done such as a neat (but impractical) 
“Helmet Cam” and a variety of zooming 
and camera movements (especially in 


the great replay feature). 

The N64 version of Madden uses the 
same computer intelligence that made the 
PlayStation version so challenging. This 
means that the game will react more like 
real-life football than any other console 
football game available while still 
playing like a Madden game. 

There are plenty of features avail- 
able, ranging from season options 
to managerial tasks such as trad- 
ing, releasing and signing 
players. One of the unique 
features in the game is the 


INJURY REPO; 
| K. COLLINS Wi 
MAY HAVE IHJt 


“Create Season” that lets 

you pick which teams you 

will face. This is great to 

have so you can play 

interesting teams, and 

play more games between 

you and a friend who are 

playing with teams in the same season. 
With excellent features like those and 

great visuals, Madden 64 will probably 

please any football fan. 


“EA is hoping that a few things will make gamers 
overlook the omission of the NFL license.” 
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close to completion. 


Konami Readies Their Arcade-Style Basketball 


hile not quite the all-around 
basketball gem that EA Sports’ 
NBA Live series has become, 
Konami s NBA In The Zone 
series has been a strong seller on the 
PlayStation nonetheless. Now the first 
version of the game is headed for the 
N64, and it’s looking pretty sweet. 
Endorsed by NBA star Glen Rice, ITZ 64 
features all of the real NBA teams and 
players (except MJ) and the real NBA 
courts as well. There's a heavy emphasis 
on arcade-style play, but simulation fans 
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MAJORILEAGUE|/BASEBALLIFEATURING 
KEN(GRIF 


NINTENDO 64 


NBA In the Zone 64 is looking good, especially when you consider it really isn’t very 


won't be disappointed—you can save sea- 
son stats to the Controller Pak, and you'll 
be able to create players too (up to 10 
players per Pak, in fact). In addition, 
multiple players will be able to participate 
in the Season Mode, a very cool feature. 
There is a variety of camera angles, 
and animation is expected to be totally 
smooth and fluid thanks to the N64’s 
polygon-pushing abilities. The players will 
look like their real-life counterparts and 
will have their signature moves (we’re 
unsure whether Rodman will beat up the 


Junior Provides A Lift For N64 Baseball Fans 


ith a system as powerful as 
the N64, it’s surprising 
that there aren't more 
sports games available. 
Fortunately, baseball fans can look 
forward to one of the hottest-looking 
(and the only announced) baseball 
games in Nintendo's own 
Major League Baseball 
Featuring Ken Griffey Jr. 
from Angel Studios. 
Originally scheduled 
for a September release, 
Griffey was delayed until 
next March so that more 
time could be put into 
tweaking the already 
impressive-looking 
game into being ready 
for next season's 
Opening Day. The game 
sports both MLB and 
MLBPA licenses, so all of 
the current teams and 
players will be available, not to 
mention fully 3-D modeled stadiums 


for every team in the league. 
In addition to an Exhibition Mode 

(up to four players can play), there 
is also a full Season Mode and a 

World Series Mode, and stats 


and standings from each 
can be saved to a Controller 
Pak. At E3, the game looked 
a little choppy, but the 
player animations were 
fantastic—maybe with the 
added time Angel Studios 
now has to work on the 
game, they'll be able 
to touch things up to 
y perfection. Hopefully 
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Game For The N64 


refs or not). Finally, the Rumble Pak will be 
used to highlight dunks and to signify 
fouls during play—another innovation. 

NBA ITZ 64 is due for release in 
January, just in time for the big spring 
playoff runs in the NBA. 


Publisher: Konami 
XN 


Developer: Konami 


Release Date: ist Quarter 98 Players: i-4 
% Done: N/A Difficulty: Moderate 


Angel will incorporate 64DD capabilities 
so that next year, we can simply update 
our rosters with a 64DD disk rather than 
buy a whole new game. 


Publisher: Nintendo 
K 


Developer: Angel Studios 
Players: i-, 
Difficulty: N/A 
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Release Date: March 
% Done: N/A 
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Take a gander at the only high-resolution graphics on the Nintendo 64. Based on the Turok 3-D engine, the graphic 


wizards at Acclaim were able to work wonders. 


ootball games are known for a 
lot of things, but one of them 
generally isn’t their innovative 
graphics. Acclaim’s NFL 

Quarterback Club ‘98 is changing this, as 

it will take its place in history as the first 

hi-res game on the N64. 

Hi-res graphics aren’t new to 

game consoles in general, but 

they've never made a game look 

sharper than QB Club ’98. In 

addition to making every- 

thing appear so crisp, the 

graphics also help 

improve its gameplay 

by allowing you to see 

more of the field at 

once. This is very impor- 

tant, especially to a quar- 

terback scanning the field 

looking for open receivers. 

As you might expect in an 

N64 game, the graphics are fully 

3-D rendered. Stadiums look very 

much like their real-life counterparts, 

and the polygonal players are animated \ 


N 


through the use of moves motion- 


captured from New York Jets’ running 
back Adrian Murrell. Furthermore, unlike 
many football games, QBC 98 features 
different player sizes. Linemen are big and 
bulky while wide receivers are sleek and 
small (as they should be). 

A variety of season and gameplay 
features make this a well-rounded 
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Res Game On The Nintendo 64 


game. Aspiring general 
managers will enjoy its 
ma Team Creation feature. 
Once you make a team, 
you can stock it with talent 
through the game’s trad- 
ing, creating, releasing 
and signing of players 
under the NFL salary cap. 
lronically, the simplest feature 
is perhaps the most important—an 
exclusive NFL license. This means that 
Acclaim’s QB Club ’98 is the only N64 foot- 
ball game this year to have the same col- 
ors, logos and teams as the NFL. With the 
race between the two Nintendo 64 football 
games promising to be a close battle, that 
will certainly be a deciding factor. 


~ =| Publisher: Acclaim 


< Developer: iguana 


Release Date: Available Now Players: 1-4 
Difficulty: Moderate 


NINTENDO 64 PREVIEWS 


SANIERANCISCORUSH 


Midway Brings Their Arcade Racer To the Nintendo 64 


he Midway racing game that would think they had found all of the short of the 3DFX-powered arcade machine, 
had gamers rush-ing to the secrets, new ones would be found by the N64 version sports other enhancements. 
arcades is now available for the next player. By taking shortcuts They include three extra tracks (for a total 
the Nintendo 64. through sewers, open fields and other of six), Rumble Pak compatibility and a 


San Francisco Rush gained notoriety as places not designed for vehicular travel, two-player split-screen Race Mode. Like 
an arcade game because of its incredible skilled players can get an enormous the arcade, the are eight different vehicles 
amount of secrets and hidden paths littered jump on their competition. to choose from, which range from exotic 
throughout its courses. Just as someone Although the 3-D graphics fall slightly sports cars to VW bugs. 


If you’re a fan of the arcade game, 
chances are that the N64 version of San 
Francisco Rush will have you rushing for 
your controller at the same speed that you 
plunked out quarters in the arcade. 


Publisher: Midway 
“a 


Developer: Atari Games 


Release Date: Available Now 
If you’re a fan of the Midway arcade game, San Francisco Rush on the Nintendo 64 should Difficulty: Moderate 
make you happy since it is a near-perfect conversion. 


A Mysterious New N64 


-Axis is a little known company 
on the West Coast who has been 
quietly working on a variety of 
sports games. One of them is 
an N64 basketball game that is so early in 
development that it has no official name. = = a 
When asked for some sort of working title, Fee ay 


we were told the unexciting, but practical aoe 


name of “Z-Axis Basketball.” Suffice it to As you can see in these close-ups, the basketball players in Z-Axis’ game include an 
say, this game’s title is sure to be changed amazing amount of detail. Here you can see Shaq’s and Penny Hardaway’s mugs. 
by the time the game is released. 
Z-Axis is no newcomer to sports games. companies as Electronic Arts and hope to basketball game. If these impressive screen 
They have worked for such well-known make that experience translate into a good shots are a good sample of the quality of 


this game, it’s likely that this surprise 
hardwood title might stand a good chance 
against some of its more popular competi- 
tion. Regardless, it’s good to see that the 
Nintendo 64 sports lineup is starting to 
get beefed up. 


Publisher: Z-Axis 
& 


Developer: Z-Axis 
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Release Date: ist Quarter 98 Players: i-4 


% Done: 50% Difficulty: Moderate 
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Midway’s New Racer Shifts The Nintendo Into 64th Gear 


op Gear Rally strikes a precari- 
ous balance between realistic 
racing and arcade gameplay. 
Such a feat is not an easy thing 
to accomplish, and is probably the 
reason why the game took nearly 15 
months to complete. 
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his is the first fully licensed 
racing simulation on the 
Nintendo 64, and since there 
are few others on the horizon, 
it’s solely up to Ubi Soft’s F-1 Pole Position 
to satisfy the N64's hard-core racing fans. 
With this in mind, Ubi Soft loaded F-1 
with licenses to make their racing game as 
authentic as possible. Twenty-two differ- 
ent customizable cars are available, and 
since a driver is needed for each one, 22 
real car jockeys ranging from Michael 
Schumacher to Mika Hakkinen are includ- 
ed in the game. There are also 16 different 
tracks that are identical to those used in 
the 1996 F-1 World Championship series. 
Realism is more than just licenses, 
however. Before each race, 
you can customize 
your vehicle’s 
gears, steering, 


TOTAL TIA OBVSWE 


While not trying to simulate any 
particular racing style or sport, Top Gear’s 
vehicles react and control very realistical- 
ly. As you drive through various types of 

off-road terrain 
such as mud, water 
and snow, your 
vehicle reacts 
accordingly. In 
anticipation of 
these problems, 
you can customize 
your Car's suspen- 
sion, handling and tires to generate very 
visible results. 

There is an incredible amount of vehi- 
cles (including some hidden ones such as 
a milk truck) in Top Gear Rally, but they 
are not accessible immediately. Instead, 
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new vehicles are rewarded every time you 
successfully progress onto the next group 
of tracks. In the beginning of the game, 
Top Gear moves incredibly slow due to 
the sluggish vehicles available. Once you 
progress to some of the later courses, you 
are rewarded with much faster vehicles 
that juice up Top Gear Rally’s pace. 

With plenty of vehicles, tracks and a 
unique blend of gameplay, Top Gear Rally 
offers many things. The trick is for all of 
them to be done right. 


. 
Release Date: Available Now 
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Although a decent simulation, F-1 Pole Position’s 3-D graphics are very bland, especially 


by Nintendo 64 aesthetic standards. 


transmission, suspension, tires, wing and 
fuel load. These modifications can prove 
critical since the track’s course conditions 
can become tricky to navigate when the 
weather changes. 

All these features make 
F-1's racing more strategic 
than the average N64 
racing game. 


. 
% Done: 100% 
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hen Wayne Gretzky Hockey was 
ported from the arcade a year 
ago, it offered N64 owners a 
fast-paced, high-scoring 
brand of hockey. Sensing that sports- 
starved Nintendo owners are craving a 
true hockey simulation, Midway has opted 


to add depth to those facets of the game. your hockey exploits. Because it uses the 
Gretzky Hockey '98 looks almost identi- same 3-D engine, gamers will have to 

cal to last year’s version, and to see what's carefully weigh if these simulation 

new, you'll have to play the Simulation enhancements warrant a repeat purchase. 


Mode of the game. An emphasis has been 
placed on realism and computer intelli- 
gence, which has translated into lower 


| - x Mi 

scoring games and realistic penalty calls. 
The statistical databases are also more 
extensive, allowing you to better record 


Konami’s Forthcoming Game Re-Creates The Icy Quest For Gold 


about every major event is 
covered. In Nagano you will 
find variations of Alpine 
Skiing, Ski Jumping, Freestyle 
Skiing, Snowboarding, 
Speedskating, Four-man 
Bobsleigh, Single Luge and 
finally, a new event to this 
year’s Olympics, the shuffle- 


onami is currently hard at 
work putting the finishing 
touches on their upcoming 
Nagano Winter Olympics ‘98 
for the N64. Anyone who's played Track 
& Field will be instantly familiar with 
NWO 98, which could be easily con- 
sidered the cold-weather equivalent 
of the aforementioned three games. 


Nagano Winter Olympics ‘98 from 16 different countries board-like Curling. Some of the events 
features 12 events from the before competing in the will require the old-school Track & Field 
actual Winter Olympic Olympic Mode (where you method of tapping the buttons as rapidly 
games. You can choose choose your event and go as possible, while others will be more 

for the Gold Medal), or timing-oriented. 
the longer Championship Fortunately because of the Olympics’ 
Mode (where you play February starting date, it’s highly unlikely 


through all the events that Nagano Winter Olympics ‘98 will be 
for the overall best delayed, so a late January or early 
outcome). Just February 1998 release is probable. 


*| Publisher: Konami 
“| Developer: Konami 


Release Date: January Players: i-4 
% Done: 70% Difficulty: Moderate 
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nked Sports 


ven though it didn’t have tons 


of licenses or an obscene 

amount of features, ISS 6, still 

ended up being ranked 24th 
on EGM's list of the Top 100 Games of All 
Time. If that doesn’t give you a clue as to 
the quality of this game, nothing will. 
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ddly enough, the category of 


sports games that the Nintendo 


64 has an abundance of is 
soccer titles. In fact, this is the 


second FIFA game that EA has made for the 


Nintendo 64 in less than a year—which 
brings us to our next point. 
EA is trying something completely 


different with the FIFA series—bringing two 


of them out a year. First, Road to the 
World Cup will allow you to take your 
team from the most preliminary stages of 
qualifying for the tournament to win one 


Jord 0 
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Although not as deep as a FIFA soccer 
game, ISS 64 does have more than the 
bare essentials. Plenty of teams are 
included, in addition to five stadiums. 
some team management features are 
available that include player training, 
play calling and player creation. There 
are five different difficulty levels, and 
even different types of referees that 
call the action differently, making this 
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a well-rounded game. 

Making the Top 100 list is the highest 
recommendation we can give. Let’s just 
hope the next edition arrives soon. 


\- ™ | Publisher: Konami 


“| Developer: Konami 
Release Date: Available Now Players: i-, 


% Done: 100% Difficulty: Moderate 


The aesthetic difference between this FIFA and last year’s abysmal 


offering is apparent in these screen shots. 


of the 30 spots available for the World Cup 
In France. Later, they will launch a FIFA 
game that continues the journey of these 
30 teams to the championship. Sounds 
risky, but intriguing, doesn’t it? 

As you can see, the attention to detail 
concerning the World Cup is paramount 
to EA, and they have the licenses and 


: 
Release Date: December 


features to prove 

it. There are 

over 189, yes— 

I89 teams avail- 

able across 11 

leagues that will 

play in 16 differ- 

ent stadiums from 

six different World 

Cup zones. ; 
Obviously, this 

is an ambitious project. 

Hopefully the it will be 

good enough to warrant 

buying two games a year. 


NOW, WAYNE GRETZKY GAN FACE 
WHAT OVER GOO NHL’ PLAYERS FEAR MOST. 


HIMSELF. 


“Present 
NHLPA Pre ee = 


He holds more career records than any player in NHL history. And we took his speed, 
moves and cunning and put them night into Gretzky's '98 3D Hockey. It's not just a game. Its an 
NHL war zone, with active trading, player stat cards and a new, advanced simulation mode that even 
the real Gretzky could have a hard time beating, Wanna piece of it? Get in line. It's hittin’ the ice in November. 
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THE NHL & NHLPA PRESENT WAYNE GRETZKY'S 3D HOCKEY ‘98: ©1997 Atari Games Corporation. All rights reserved. THE NHL & NHLPA PRESENT WAYNE GRETZKY’S 3D HOCKEY 
98 is a trademark of Wayne D. Gretzky and the National Hockey League Players’ Association, excluding the word NHL. NHL is a registered trademark of the National Hockey League. All NHL 
logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and may not be reproduced without the prior, written consent of NHL 
Enterprises, L.P ©1997 NHL.AIl rights reserved. Used under license by Atari Games Corporation. Officially licensed by the National Hockey League. National Hockey League Players’ Association, 
NHLPA and NHLPA logo are trademarks of the NHLPA and are used, under license, by Atari Games Corporation. © NHLPA. Officially licensed product of the National Hockey League Players’ 
Association. Nineendo. hibttends 64 and the 3-D “N” logo are trademarks of Nintendo of America Inc.©1996 Nintendo of America Ine. Licensed by Nintendo. PlayStation and the PlayStation 
Logos are trademarks of Sony Computer Entertainment Inc. MIDWAY® is a registered trademark of Midway Games Inc. Used by permission. Distributed by Midway Home Entertainment Inc. 


ehment Inc. The “Officially Licensed Collegiate Products” label _ 
“ labelis the property of the Independent Labeling. 
sities, bowls, and conferences are the exclusive property. 
( \ a) Sa Name are all registered federal trademarks/service marks 
eisman Trophy Memorial Trust. GameBreaker and Total Control Passing are trademarks of Sony Computer Entertainment 
by Sony Interactive Studios America. ©1997 Sony Computer Entert hment America lnc. www.playstation.com 
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EA’s NHL Series Returns To The Top Spot 


A Sports’ long-standing NHL 
series is back, and better than 
it's ever been before. Ever since 
last year’s disappointing NHL 
97 (which wasn’t bad by any means, but 
not quite up to the standards that EA set 
for the best-selling series back in the 16-Bit 
days), hockey fans have been wondering if 
EA would ever be able to make it back to 
the top of the heap with all of the new 
competition at their throat. 
Rest assured, they’re back. 
NHL 98 is one of the most realistic repre- 
sentations of a hockey game ever released. 


> FRA 0 4st: 
BEL. 0.7515 


EA went all out and included every little 
detail in the game to not only make it 
seem like a real NHL broadcast, but to 
make it feel like an actual NHL game too. 
Like last year, the game features fully 
polygonal players, but unlike last year, 
this time they move fast and fluidly, and 
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they animate better too. All of the real 
NHL players and teams are included 
(obviously), as are the real NHL 
arenas, which feature fully 
functional Jumbotrons and 
authentic team champi- 
onship banners in the 
arena rafters (like we 
said, every little detail). 

There's new play- 
by-play commentary 
that is just fantastic, 
and all of the sights 
and sounds of real 
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hockey (from wild crowds to arena- 
specific organ tunes) are present as 
well. Even the intro is amazing—it’s so 
good you'll want to watch it all the way 
through each time you play to get 
pumped up for some serious action. 
Finally, and most importantly, the Al 
has been improved A LOT. With help from 
Colorado Avalanche coach Marc Crawford, 
EA has finally gotten the Al to a point 
where players can play an entire season 
without knowing they're going to be the 
best in the league before it’s half over. 
NHL 98 is the best 
hockey game this 
year, and well worth 
checking out if 
you're a hockey fan. 
You won't be disap- 
pointed in the least. 


% Done: 100% 


Release Date: Available Now 
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Publisher: Electronic Arts 


Developer: EA Canada (EA Sports) 


Players: 1-8 


Difficulty: Moderate 


ast year’s NBA Live 97 topped 
the competition by featuring 
the most entertaining and 
realistic console hoops game. 
It accomplished this feat so well that it was 
ranked 33rd on EGM’s Top 100 Games list. 
Improving on a great game is a tough 
thing to do, but clearly EA has found many 
ways to make their basketball simulation 
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The Best Basketball Game Continues To Get Better 


STARTING MATCHUPS 
pe Cc { c 
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Obviously, NBA Live 98’s graphics are much improved, but there’s also a ton of new 
features that include the Three-Point Competition played at the NBA All-Star Break. 


stronger. The graphics have been improved 
by the player models sporting more 
detailed textures that include over 350 real 
NBA players’ faces. There are also a ton of 
new moves that include fall-away shots, 
post-up moves and, of course, dunks. In 
addition, you can now force 

your players to attempt a dunk or alleyoop 
by pressing one of the shoulder buttons. 
Adding emphasis to the action is the new 
radio-style commentary provided by the 


IMARCH/MADNESS198 


EA Brings College Hoops to The PlayStation 


ne of EA Sports’ most successful 
basketball games was Coach K 
Basketball on the Genesis, 
which makes it surprising 
that they hadn't made a 32-Bit college 
basketball game—until now. 
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EA Sports’ March Madness is still fairly early in development. If you look 
closely, you can see that the glass backboards aren't put in yet. 


As is the case with EA’s other college 
game (NCAA Football 98), March Madness 
uses the engine of the earlier released pro 
game. In this case, it’s NBA Live 97. Many 
modifications are being made to that 
engine in an effort to not only simulate 
the college game, but to also improve 
March Madness’ graphics and 
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computer intelligence. 

A lot of attention is being placed 
on re-creating the atmosphere of the 
game, which is paramount in college 
basketball. Many school’s fight 
songs will be in the game, and 


a. 


will be played during the 
on-court action. Also, there 
will be an innovative fea- 
ture called the Momentum 
Meter that measures the 
excitement in the stands 
and the momentum of the 
game. Having momentum 


“NBA on TNT” broadcast crew. 

With all of these new features, NBA Live 
98 is still the current favorite when it 
comes to the best basketball game of ‘98. 


Publisher: Electronic Arts 


Developer: EA Canada (EA Sports) 


Players: 1-8 
Difficulty: Easy 


Release Date: Available Now 


on your 

side will slightly 

increase your chances 

of making a shot, while a 

low one will have the opposite effect. 

fF When the arena is hopping and the 

r momentum is against you—the away 

-team—it'll be up to you to make a shot 

f that'll make them sit back in their seats. 
March Madness is shaping up to be an 

impressive title, and if it’s as good as Live 

97, hoops fans have reason to celebrate. 


Release Date: February 
> % Done: 30% 
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Sony Takes Their Time Before Driving To The Hoop 


ony’s sports games have been But those performing such works of 
known for their pioneering magic take awhile, and as a result, NBA 
graphics, and judging from Shoot Out will arrive after the midway 
these screen shots, it looks like point of the NBA season. The graphics 
Sony Interactive Studios is up ——— ' 
to their old tricks. ee elit & 
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already look much improved, as do the 


game's menus, which were a little unintu- -P Publisher: Sony Computer Entertainment 
itive last year. Suffice to say, Sony should Developer: Sony Interactive Studios. 


take their time on all the facets of their Release Date: March 1998 
game because it'll have to be stellar to % Done: N/A Difficulty: Moderate 


top NBA Live 98. 
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Glen Rice Is Now In The Zone 


onami’s NBA In the Zone probably involve new moves, better 3-D 
franchise has always provided player graphics (even though they were 
PlayStation gamers with a darn good last year) and, hopefully, more 
—— unique and fun kind of basket- realistic physics. The 
ball game, because it distances itself latter on the list is 
from basketball simulations such as pretty important since 
NBA Live and NBA Shoot Out by stressing the previous In the 
fast-paced, arcade-ish play. Zone had some really 
The latest in the series, NBA In the Zone weird passing ball 
‘98 is currently in production, but Konami physics. Perhaps | Nos se a Se eee nen 
hasn't been too chatty about all of its Charlotte Hornets star at ey 5 Rea eect Ws a 
improvements. It is known that they are Glen Rice, the new Ee easnaghianiN we ONE? if 
going to beef up the features that sur- endorser of the product, will show them Busi were s 
round this arcade-style basketball game to how it’s done—at least in the form of some : 
some extent, but the biggest upgrades will new and fancy motion-captured moves. 


ga | a2 Walt Witiams (SF) Py ANS i et iP Publisher: Konami 


SFG ( 1/ 1) 100% Points 3 4 Developer: Konami 


NBA In the Zone ’98 is known for having some of the best basketball graphics. Difficulty: N/A 
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Virgin Wants You To Feel The Power Of The Coolest Sport On Earth 


irgin is hitting the ice again 
with another installment of 
their fine NHL Powerplay series, 
but not without making a 

few line changes. 

Developer Radical Enter- 
tainment created all-new 
player models and reshot all 
of their motion-capture oh 
footage, in an effort to make a 
Powerplay’s players look and . “rs 
move more realistically than 
ever before. They even 


added left-handed players, a realistic ele- 

ment that actually impacts the gameplay. 
Additionally, Radical added season stat 

tracking (the game even picks an All-Star 


team based on your simu- 
lated season’s stats), fights 
and shot fakes—a seemingly 
minor nuance that is great 
for getting the opposing 
goalie off-balance. 

What really separates 
Powerplay from last year’s 
game is the inclusion of 
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teams across the world, which lets you find 
out if your favorite team can handle the 
global competition. 

Even if you have last year’s version, the 
new improvements made in '98 definitely 
make the game worth a look. 


Publisher: Virgin 


Developer: Radical Entertainment 


Release Date: Now Available Players: 1-8 
Difficulty: Moderate 
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Midway Gets Real 


mong Midway's fine collection 
of arcade ports slated for 
release this holiday season 
comes an original console 
creation called NBA Fast Break. 

In Fast Break, you and up to nine 
multitapped friends can hit the court 
for some hot five-on-five NBA action. 

Of course the game has all of the 
now-standard elements any 
respectable roundball title should 
have, such as all 29 teams, logos 
and uniforms. NBA Fast Break also 
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has a unique on-the-fly play calling 
system, which allows you to change your 
strategies with the press of a button. 

Fast Break’s playbook includes real NBA 
plays and defenses, so it won't be any- 
thing like Midway’s usual arcade fare. 

No Jordan? No problem. Fast Break’s 
Create-A-Player Option lets you make a 
player with all the skills of his Air-ness. 
You can also make trades, sign free agents 
or even release a player if his game isn 't 
up to snuff (or if he begins appearing in 
public wearing a wedding gown). 

Although Midway is more known for 
fatalities than fast-breaks, all of that may 
soon change with the release of NBA Fast 
Break, their first true basketball simulation. 


Publisher: Midway 


Developer: Visual Concepts 


Release Date: December 
% Done: 90% Difficulty: Moderate 
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Sony’s Flagship Hockey Title Returns 


hile not quite the hot property 
that EA’s NHL 98 has turned out 
to be, Sony’s new NHL Face Off 
98 is still a major contender in 
the hockey wars that are currently taking 
place on the Sony PlayStation. 
NHL Face Off 98 is the series’ first step 


aa iii ~ : 
TOR 0) 8g 
Shot 95 MPH _ 
) 8 ( : 
F ; \ a \ 
Rt, MI We SA 

Pag ‘ 


+e 


Ff 


into the wide world of 3-D sports, with 
fully polygonal players that replace last 
year's pale-by-comparison 2-D sprites. 
The result is pretty obvious: fast, fluid 
animation, gorgeous graphics and much 
more overall control of the skaters. 

Other major features in this year’s 
version include Manual Player Switching 
(which lets you take control of non-puck- 
carrying players on offense); full team, 
player and league stat tracking; the option 
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EA Revamps Their Long-Running Soccer Series 


n the last issue of the sports 

book, FIFA 97 was summed up 

as “very, very disappointing. ” 

And indeed it was, probably 
being the worst edition of FIFA in a long 
time. Realizing the problem, EA embarked 
on one of the biggest revampings that the 
soccer series ever received. 

The result of this work is FIFA: Road to 
the World Cup, an all-new game that has a 
new look and a new concept—two soccer 
games in one year. The Road to World Cup 
leads you in a quest to qualify for one of 
the 30 Finals slots, while the next FIFA, (to 
be released later), will then let you take 


your team to the championship. An ambi- 
tious idea, but if they want fans to embrace 
it, FIFA 98 will have to be a good game. 

While that is still to be determined, we 
can tell you that at this previewable stage 
the 3-D graphics are indeed much better, 
and run smoother than last year’s game. 
At the very least, the presentation of FIFA 
98 is absolutely incredible from the awe- 
some introduction highlighted by music 
from Blur to the opening of each game. 

FIFA 98 is also much broader in scope. 
There are 189 soccer teams from 11 different 
leagues—i72 of the teams have official 
World Cup 98 rosters. There is also 


EA Sports made a conscious effort to make sure that FIFA’s graphics not only look good, 


but also animate, control and play well. 


32 Guide to Sports Video Games 


PREVIEWS 


0 1st a 
0} 3:5 


~ Shot 90 MPH 


to trade, release or create players; and, of 
course, Sony's revolutionary Icon Passing 
system that debuted with last year’s game. 
Face Off 98 also supports the Analog pad. 


REPLAY 
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extensive roster management, allowing 
you to customize your teams through the 
creating, trading and—get this—selling of 
players for cash. Become the richest owner 
with the poorest playing team! Features 
like this are what make FIFA 98 intriguing. 


Release Date: December 


% Done: 100% 
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A PlayStation Football Game Never Looked So Good 


bout a year ago, it seemed real. Case in point: By going polygonal, the requisite player management options 
like 32-Bit football games were GameDay 98 was the first football game to that include oodles of statistics-, but it’s 
destined to be forever 2-D. feature realistic-looking “wrap” tackles. innovative features such as “Total Control 
Sure, they all had 3-D arenas, Even more importantly, none of these feats Passing” (lets you change your receiver 
but that was the easy part. were done at the expense routes during a play) that make this the 


of sacrificing gameplay, impressive football game that it is. 
control or game speed. 
Even without the fancy 
graphics, GameDay 98 
has enough features and 


options to stand on its Release Date: Available Now _| Players: 1-8 


W | t ifti 
own as a complete football Difficulty: Moderate 


title. There are plenty of 


Sony's NFL GameDay 98 
took the initiative to 
accomplish the rest. 

One of the biggest advan- 
tages of a fully 3-D game is 
that it makes player anima- 
tions more realistic. When 
players leap or dive it looks 


a2 Publisher: Sony Computer Entertainment 


Developer: Sony Interactive Studios 
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GameDay Meets Graduation Day 


fter GameDay 98 made such that lets you draw up your own plays 
waves with its wonderful from scratch. Then you can put together 
polygonal graphics, it only your own plays to create an entirely new 


Miiitea| Made perfect sense for playbook. Those too lazy to go through 
GameBreaker 98 to follow in its footsteps. that process will be glad to know that 

While it’s true that GameBreaker basical- three different playbooks are available 
ly plays like GameDay, the differences (heavy passing, running or balanced.) — 
inherent to the collegiate brand of football With a winning protege and loads of - 
make it play a lot different. College forma- features, college football fans should keep 
tions such as the Wishbone, FullHouse an eye out for GameBreaker 98. 


Backfield and Flexbone add an extra 
element to the game, especially when the 


run out of those formations. Release Date: Available Now Players: 1-8 


Completely new to Sony’s series of Difficulty: Moderate 


football games is the offensive play editor 
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ith the popularity of college 
football at an all-time high, 
it is surprising that EA didn’t 
make a college football 
game sooner. 

Based on a modified 
Madden 97 engine, NCAA 
Football contains all of the 
gameplay that made the 
Madden series so popular. 
There are all of the option 
plays, weird formations and 
fullhouse backfields that 


f you're looking for a football game 
that plays like a real game of NFL 
football, then EA thinks Madden NFL 
98 is probably the game for you. 

EA Sports made improving Madden’s computer 
intelligence (which has sorely been lacking in past 
years) a top priority in the development of 


Madden 98, and the results are evident. The 
biggest improvements are in defense, where 
defenders play their respective positions well, 
especially when covering passes. The offensive 
line blocking is also more realistic, and as a result, 
you'll see blocking patterns that look real as the 
offensive line forms a “pocket,” sometimes with 

a running back’s help. All of these tweaks cater to 
the hardcore gamer, but casual fans need not be 
scared because a “Rookie” Mode makes Madden 
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Fight Your Way To The Top Of The Polls 


create the college style of football game. 
The most intriguing thing about college 
football is the unscientific polling system. 
In NCAA, you'll get a chance to rise in the 
polls and wonder why all of your big wins 


didn’t make your team rise to #1. There’s 
also a Dynasty Mode that lets you manage 
a team for several years by recruiting 
freshmen to replace graduating seniors. 
With proven gameplay, and a host of 
features and options, NCAA Football 98 
could be the darling of any college dorm. 


2? Publisher: Electronic Arts 


Developer: Tiburon (EA Sports) 
Difficulty: Easy 


Release Date: Available Now 


% Done: 100% 


Boom! EA Gives Their Football Game A Brain Transplant 


very easy to jump into. 
The graphics aren’t 3-D like GameDay 
98, but they also haven’t been ignored. 
The 2-D players have been redrawn, and 
look much better than last year’s due to 
fancy new animations, pseudo light- 
sourcing and other effects. 


Madden football has always been 
fun to play, but finally, EA has put an 
emphasis on making it fun AND realistic. 


PP Publisher: Electronic Arts 
Developer: Tiburon (EA Sports) 


Release Date: Available Now 


Players: 1-8 


Difficulty: Moderate 


% Done: 100% 
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OWERBOATJRACIN 


VR Sports Makes A Big Splash 


layStation owners may have barges, submarine under the 
missed the boat on Nintendo's waves or force your opponent into 
WaveRace 64, but they will an oncoming oil tanker (giving 
soon be making waves of their new meaning to “Just do whatever it Two-player and possibly Multiplayer 
own with the upcoming VR Sports: takes to win, baby!”). Modes in an effort to make this a 
Powerboat Racing. You'll need to keep your eyes open for well-rounded racing game. 
In addition to the game’s 16 customiz- shortcuts, too. Because each of the game's 
able speed boats, Powerboat Racing also tracks evolve and change during play 
has eight courses with wave physics so real (barges move, bridges raise, etc.), you 
your fingers may get just a little pruney. never really race the same track twice. Developer: VR Sports 
Winning is everything in this game, and In addition to a Ghost Mode that allows Release Date: january 1998 
sportsmanship seems to fall to the wayside you to race against your previous times, 
as you Jump over roads, squeeze between Powerboat Racing is expected to offer 
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SPEED: 


EA Invites You To Rally Around The World 


f you’re a Sega Rally fan and exotic locales as Spain, Indonesia, France, 
are looking for a comparable New Zealand and Sweden. 

experience for the PlayStation, Although a bit weak graphically, V-Rally 
you may want to give Need For does deliver an excellent sensation of 


Speed: V-Rally a try. 
Players can choose from an array of 


Renaults, Mitsubishis, Toyotas, Fords, etc. Le ae FF ep: 3G 

and embark upon a virtual trip around eee REZ ae speed, particularly when 
the globe, making stops Soe eee ‘ a viewed from the in-car 

in such _.. perspective. During night 


races, your car's headlights 
actually light the track 
ahead, creating an 
interesting effect. 
Unfortunately for Electronic Arts, V-Rally 
may be a little outclassed by some of the 
more recent incredible PlayStation racers, 
but if you love exotic cars and locations, 
V-Rally may be for you. 


Developer: Infogrames 


Release Date: Available Now 
Difficulty: Moderate 
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Publisher: Electronic Arts 
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EA Sports Re-Creates America’s Most Popular Motor Sport 


ased on EA Sports’ acclaimed 

Andretti Racing engine, 

NASCAR 98 delivers all the 
_ thrills and atmosphere of the 
nation’s number-one spectator sport. 

With its extra-wide tracks 

and beefier car physics, the 
game captures the highly 
physical manner in which 
NASCAR drivers jockey for 
position. Expect to see cars 
“bump and run” three- or 
four-cars wide as they battle 
for position at 180 mph. 
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ith worldwide sales close to 1.7 

million, many would say that 

Psygnosis’ Formula | easily came 
mnie! in first place. 

Facing new competition, most notably 
from Sony’s CART World Series, Bizarre 
Creations—the U.K.-based developer 
of Fihas made a host of 
improvements for 
Championship Edition. 

First, they rewrote the 
game’s graphics engine, 
which now runs in high- 
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Wy Td HOUR ela Peay 


BEST tap 
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The graphics engine also has been fur- 
ther optimized, allowing 24 cars (each with 
its own individual paint job) to race simul- 
taneously at a brisk 30 frames per second. 

NASCAR fans can be some of the mest 

demanding in the world, 
so to accommodate their 
insatiable cravings, EA 
packed in 10 official tracks, 
24, of the hottest drivers and 
fully customizable cars. 
Novice drivers can hit the 
track in the highly forgiving 
Arcade Mode, while more 


resolution at a rock-solid 30 fps. They also 
added spectacular crashes, three new tracks 
and a Two-player Split-screen Mode. 

Driver Al also has been dramatically 
improved. Instead of simply pacing behind, 
opposing drivers will now seize any avail- 
able opportunity to sneak past you. That’s 


experienced race fans can simulate an 
actual NASCAR season. You can even 
bang doors with a friend in Two-player 
Split-screen Mode. 

The classic Southern Rock soundtrack, 
which features dino-rockers Molly Hatchet, 
can also (thankfully) be turned off. 


Publisher: Electronic Arts 


Developer: EA Sports 
Release Date: Available Now 


% Done: 100% Difficulty: Moderate 


not to say, however, your opponents drive 
like infallible machines. They, too, will 
make mistakes, occasionally resulting in 
crashes the player must successfully avoid. 
Championship Edition still has both 
Arcade and Grand Prix Modes, commentary 
by Murray Walker and 35 real-world 
drivers, perhaps making Formula | the 
PlayStation racing simulation to beat. 


Publisher: Psygnosis 


Developer: Bizarre Creations 


Release Date: Available Now 
Difficulty: Moderate 
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eeking to move on after their 

disappointing first baseball 

game (MLB Pennant Race), 

Sony chose to build their new 
baseball game, MLB 98, from the ground 
up, even going so far as to change the 
game's name. 

Thanks to the new polygonal engine, MLB 
98's players look more realistic than ever. 
They even emulate the pitching styles and 
batting stances of their real-world counter- 
parts, in addition to just looking like them. 

Gameplay leans a bit toward arcade- 
style, but there still are enough sim ele- 
ments—such as statistical tracking, trades 
and accurate stadium models—to satisfy 
the most rabid hardball fans. 


TRIPLE(RUAY(96, 


EA Thinks Three Outs Is A Good Thing 


olstered by EA Sports’ formida- 
ble brand loyalty, Triple Play 98 
was the best-selling hardball 
sim of 1997. 

Like MLB 98, Triple Play also received a 
polygonal facelift, pushing the game one 
step closer to the stadium experience. 
These graphics may not be the saviour of 
Triple Play however, as sports fans who 
were turned off by MLB 98's arcade lean- 
ings might be wooed by Triple Play's 
extensive features. 


EA’s baseball game is packed with every 
conceivable play option in addition to the 


deepest stat tracking in the business. When 


a developer includes baseball trivia during 


PLAYSTATION 


Sony Changes Their Baseball Game For The Better 


PREVIEWS 


smoothest dynamic cameras ever to grace 
a sports game captures every swing of the 
bat and diving catch. 

Sports fans who love baseball but don't 
have three hours to burn will be happy to 
learn MLB 98 is one of the fastest-playing 
baseball sims ever, thanks to quick load 
times and minimal between-inning fluff. 

With all of these changes, Sony has really 
turned their baseball game around. 


MLB 98 uses a mercifully restrained 
TV-style presentation, employing both a 
stadium announcer and a color-commen- 
tator to punctuate the action. One of the 


Publisher: Sony Computer Ent. 


Developer: Sony Interactive Studios 


Release Date: Available Now Players: i-4 
Difficulty: Moderate 
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the load screens, you 
have to know they re 
fans of the game—or just insane. 
Triple Play 98 has introduced 
interleague play (introduced in 
the 1997 Major League season) 
as well as two new expansion 
teams, so you don't have to 
worry about it becoming | | 
obsolete by next spring. 
Triple Play 98 


also boasts the gas. 
Dea as 
SRESLBES part ps =. 


While undoubtedly a techni- 
4 cal marvel, the commentary 

can be a bit chatty at times 

and is peppered with plenty 

of broadcast cliches. 
(“If it ends in Y, it must be a 
good day for baseball.”) 

When everything is said and done, 
EA’ Sports deep Triple Play may become 
the safe haven for number-crunching 
baseball fiends who love to drown 
themselves in the rows of numbers and 
decimal points that symbolize baseball. 


Publisher: Electronic Arts 


-_ 
joyay. ok 


page 


Developer: EA Canada (EA Sports) 


first ever two-man booth, which 
features both play-by-play and 
color commentary, complete with a 
mind-boggling 10,000 phrases. 


Release Date: Available Now 
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tis a little surprising how few 
motorcycle games have come 
out for the console systems, 
especially when you consider 
the constant tidal wave of racing games 
bombarding gamers’ shores. Yet, the few 
that have made it out have been flawed in 


one way or another, offering no satisfac- 
tion for those environmentally conscious 
gamers who prefer to burn rubber with 
two tires instead of four. 

Moto Racer doesn’t attempt to be a 
true motorcycle simulation—it just tries 
to be fun. In fact, it doesn’t take the sport 
too seriously at all, as is evident by some 
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The amount of variety and depth in Moto Racer is one of its strengths, which is something 
that many racing games sorely lack. 


of the weird courses. 

When you're driving the speed bikes, 
Moto Racer's gameplay is reminiscent of 
Sega's Manx TT, except faster. There are 
several different bikes to choose from, 
allowing you to pick the one that best suits 
your driving style. Some of the tracks are 
wickedly designed, requiring a lot of play 
time to master. Each one tests a variety of 
skills. The speed track consists of a simple 
layout that allows you to get acclimated 
to the game’s environment, while narrow 
courses such as the Rock Forest put your 
driving skills to the test. 

One of the cool things about Moto Racer 
is that it allows you to 


race dirt bikes in a variety of off-road 
courses. Some of these courses consist of 
the traditional fare, while others are a little 
stranger, such as a hilly mockup of the 
Great Wall of China that’ll send you flying. 
Moto Racer is a racing game that 
includes exceptional depth for a game in 
this genre. By including two variations of 
the sport, this well-rounded title should do 
a good job filling the stomachs of gamers 
starved for a great motorcycle game. 


Players: 1-2 


Difficulty: Moderate 


ccolade and Pitbull Syndicate 
(the U.K. developer of Destruct- 
ion Derby) team up for the most 
graphically super-charged entry 
in the Test Drive series to date, 
Test Drive 4. While previous 
installments in the series have 
been pure driving simulators, 
Pitbull Syndicate has put its 
unmistakable stamp on TD4, 
giving the game a distinct 
arcade look and feel. 

In another bold departure, 


here may be a few other off- 
road racing titles available for 
PlayStation, but Accolade’s Test 
Drive: Off Road has one feature 
almost all the others lack: open courses for 
the player to freely explore. Each of Off 
Road’s 12 courses have a basic track to 
follow, but the player is free to deviate 
from it at any point to search for shortcuts, 
jumps or other points of interest. But 
beware; leaving the course greatly 
increases the odds of rolling your vehicle. 
With Test Drive: Off Road, Accolade 


PLAYSTATION 


Accolade’s Racer Strays Off The Beaten Path 


Accolade has included a number of classic 
muscle cars, such as a '66 Shelby Cobra, 
along with the usual assortment of Jaguars, 
Corvettes, Nissans and Vipers. 

Test Drive 4's tracks 
include a variety of exciting 
locales from around the 
globe, from the mountainous 
passes of Bern, Switzerland 
to the monument-lined 
beltway of Washington, D.C. 
There's even a San Francisco 
course, complete with jumps 


hands you the keys to four of the most 
awesome 4X45 on the market. Choose 
from an agile Jeep Wrangler, a monstrous 
Chevy Ki500 271, a compact but spirited 


PREVIEWS 


Race Today’s Supercars Against The Muscle Cars Of Yesteryear 


that put San Francisco Rush to shame. 

And what would a Pitbull Syndicate game 
be without crashes? Thanks to Test Drive 4's 
outrageous top speeds and cross traffic, the 
game has some of the wildest—and most 
realistic—crashes to date. 


Publisher: Accolade 


Developer: Pitbull Syndicate 


Release Date: Available Now Players: i-2 
Difficulty: Moderate 


Land Rover Defender, or the 
Death Star of 4X4s—the 
incomparable Hummer. 

Gamers can compete in a single race or a 
full season against the same vehicle type 
(Class League) or against a mixed field 
(Mixed League). You can also sling some 
mud with a friend via Off Road’s Two- 
player Split-screen or Link Options. 

As you jar your spine, you can also bang 
your head to Off Road’s thumping sound- 
track, provided by industrial rock’s flavor 
of the month, Gravity Kills. 


Publisher: Accolade 


Developer: Elite 
Release Date: Available Now 
Difficulty: Moderate 
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hen it came time to draw up the 
concept for the sequel to Need 
For Speed, the developers must 
have decided that the best way 
to improve the game was to one-up the 
original in a few simple ways. 

Instead of just letting the player drive 
fancy supercars such as the McLaren Fi and 
Ferrari F50, they opted to go a step further 


There is a variety of play modes designed to put the supercars through their paces such 
as a Split-screen Two-player Mode. 


by including a variety of prototype cars Northern Europe, Australia and Norway. 
(supercars that aren’t out yet, if you will) Of course, all of these fancy track and 
such as the Ford GTgo, the Lotus GT-1 and vehicle changes won't mean a thing, 
the Italdesign Cala. Of course, most gamers unless the game is good. 


won t be familiar with these cars, but with 
the amount of video and information 


included in the game, you could almost P| Publisher: Electronic Arts 
<_< 


become an overnight expert. Developer: Pioneer Productions 
Need For Speed 2’s locations were also 


" C83) = hy si ; ; ; 
RECORDS) | |e made more diverse by scattering them in 


Release Date: Available Now Players: i-2 


mr i Difficulty: Moderate 
Lk Reem ees i __ places all around the globe such as Canada, 


Psygnosis Tries To Jumpstart Their Soccer Series 


o be completely honest, the is commentated upon by a fairly skilled Soccer 2 will be, but right now the 3-D 
Original Power Soccer was a announcer. Power Soccer 2 doesn’t sport visuals aren't blowing our socks off. We 
pretty bad game. It was one of a lot of different moves like other soccer can tell you that the game has some 
the first subpar sports titles on simulations, making the game fairly easy interesting options and a very simple 
the PlayStation, and now it’s up to the to jump into. In fact, during gameplay a menu that enables you to select them. 
developers of this sequel to prove that diagram of a PlayStation controller will | personally think the referee option is 
they can make a good soccer game on the pop up to show you the thin repertoire amusing because it lets you make him 
platform after a failed first attempt. of moves that are available. act “Severe” or “Cool.” 
Power Soccer 2 is an arcade-style soccer At this stage of development, it would With games such as the excellent Goal 
game that has a few complementary fea- be unfair to judge exactly how good Power Storm '97 on the market and FIFA: RTWC 98 


tures such as a Season Mode, weath- 
er and a TON of different soccer 
teams. The action is fast-paced, and 


forthcoming, Power Soccer 2 will have 
to be an impressive game to make an 
impact when it arrives. 
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The Ultimate 
Racine’ Wheel 


Feel the fluid 
steering motion, 
punch away at 
the full array of 
programmable 
fire buttons, and 
slam down on 
the pedals. | 
This ain’t mo toy! 


if you want to 
rule the road, 
you need the 
Hot Wheels™ 
Racing Wheel. 


Compatible 
with PCs \ 
Nintendo® 64, \ 
Playstation ‘ 
and Saturn 


Call SC&T at 1(800) 408-4084 or visit our Figen 3 
web site www. platinumsound.com. Pedals Included. 


© 1997 SC&T International, Inc. All rights reserved. All trademarks and/or registered trademarks are the property of their respective owners. SC&T is not affiliated with or licensed by Nintendo 
or Nintendo of America, Inc., Sega or Sony. Nintendo 64 is a registered trademark of Nintendo of America, Inc. Sega Saturn is a registered trademark of Sega Corp. Playstation is a registered 
trademark of Sony Corp. IBM is a registered trademark of International Business Machines. HOT WHEELS and associated trademarks are owned by and used under license from Mattel, Inc. 

© 1997 Mattel, Inc. All Rights Reserved.0 


KIDS TO ADULTS 


CONTENT RATED BY 
ESR 


PlayStation 


EA SPORTS, the EA SPORTS logo, and ‘Ifit's in the game, it's in the game.’ are trademark 
Arts. All NHL logos and marks and team logos and marks depicted within this advertisemen 
marks of the NHLPA and are used under license by Electronic Arts. Officially License 
Sega Genesis and Sega Saturn are trademarks of Sega Enterprises, Ltd.Super Nintend 
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1-888-MY-HOUSE 


Stayin’ razor sharp for 60-plus is only half the game. | 
If yow’re packin’ the other half find out how to prove it. h tne = tad 


r registered trademarks of Electronic Arts in the U.S. and/or other countries. All rights reserved. National Hockey League, NHL and the NHL shield are registered trademarks of the National Hockey League and are used under license by Electronic 
re the property of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises, L.P. ©1997NHL. NHLPA, National Hockey League Players’ Association and the logo of the NHLPA are trade- 
‘roduct of the National Hockey League Players’ Association. Licensed by Sony Computer Entertainment America for use with PlayStation game console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
ntertainment System is a registered trademark of Nintendo of America Inc.All other trademarks are the property of their respective owners. Feature sets vary among platforms. Find the twine. 


The Fastest Sega Racing Game Yet Comes Home To The Saturn 


ega’s latest arcade-to-home 
racing port isn't even complete 
yet, and already it’s looking 
much better than last year’s 
disappointing Daytona USA: CCE. Touring 
Car has come a long way since E3, and if it 
keeps moving at this pace, it may end up 
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being the best Saturn racer yet. 

Touring Car is a mix of Sega Rally and 
Daytona. The look and feel of the cars are 
a bit more like Rally, but the sensation of 
speed surpasses even that of Daytona. In 
fact, that’s the first thing immediately 
recognizable about Touring Car—the 
speed. The game moves along at an 
insanely fast rate, and it never seems 
to experience breakup or slowdown. 


Is Sega’s Super Bike Title A Super Game? 


hile the amount of third-party 
Saturn software slows to a 
trickle, at least Saturn owners 
can count on a stream of Sega 
arcade conversions. Among the more 
recent of these is Manx TT Superbike. 


Ma 


Manx TT transports gamers to the scenic 
Isle of Manx, home of the Manx Grand 
Prix. While the racing is up to par with 
some of Sega's best efforts, there just isn’t 
much of it to be had in Manx TT. The game 
offers a disappointing two tracks, both of 
which take the player past similar scenery. 
You can race them both in Reverse or 
Mirror Mode, but it just isn’t the same 
as getting entirely new tracks. 
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Fortunately, Manx TT comes 
equipped with a Split-screen 
Two-player Mode which adds 
more life to the game, in 
addition to a Ghost Mode 
which lets you beat your 


Cousse Mar Position THE 


02:20:33 


best track times, but is it enough? 

If you're starved for racing games, 
Manx TT is a good arcade conversion, 
but it may not fill you up. 


Publisher: Sega 
Developer: Sega 
Release Date: Available Now 


% Done: 100% Difficulty: Moderate 
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Since it seems to be another good Sega 
arcade port, Touring Car seems to have the 
potential to be a hit with Saturn owners 
when it arrives this holiday season. 


Publisher: Sega 


Developer: Sega 
Release Date: December 
% Done: 90% Difficulty: Moderate 


SATURN 


Saturn owners don’t get shafted because the 3-D visuals in All-Star Hockey are just 
as impressive as the PlayStation version (which is called NHL Powerplay ’98.) 


PREVIEWS 
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After Virgin Dropped The Puck, Sega Makes A Last-Minute Save 


ssentially Powerplay ‘98 in 
disguise (Virgin passed on 
releasing Powerplay 98 for the 
Saturn, allowing Sega to snap 
the title up and rename it), NHL All-Star 
Hockey '98 may well prove to be the best 
hockey sim available for the Saturn. 
Since developer Radical Entertainment 
already had a solid gameplay engine in 
place, they instead focused on making a 
few all-important tweaks for this year’s 
version. Left-handed players have been 
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Sega Shoots, But Do They Score? 


hile there aren't many basket- 

ball games on the Saturn, the 

software-starved system will 

receive at least one respectable 
hoops game this fall in addition to EA's 
forthcoming NBA Live 98. 

Entitled NBA Action ‘98, the game 
essentially is a Saturn version of Midway's 
NBA Fastbreak 98 for the PlayStation. Both 
games were programmed by developer 
Visual Concepts. Veteran programmers 


for a variety of systems, Visual Concepts 
managed to coax some interesting effects 
out of the Saturn hardware, including 

an effective faux transparency for the 
backboard glass. 


added, raising the level of realism while 
creating all-new strategies. Computer Al 
has been pumped up as well. Defenders 
will now check opportunistic forwards who 
linger in front of the net too long. Goalies 
are more aggressive, too. If given the 
opportunity, they Il leave the crease in 
NHL Action 98 to challenge shooters or 
chase loose pucks behind the net. 

In addition to 26 NHL teams and 650 pro 
players, Radical has packed in some of the 
top national teams from around the globe, 


including Finland, Austria, France and 
Japan so you can play against the world. 
Kudos to Sega for picking up NHL 
Powerplay ‘98 instead of letting such a 
fine game languish in limbo. We're sure 
Saturn owners applaud the move, too. 


iG Publisher: Sega Sports 


Developer: Radical Entertainment 


Release Date: Available Now 


Difficulty: Moderate 
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NBA Action has all 
29 NBA teams and 
over 340 players, 
including Charles 
Barkley and Shaquille 
O'Neal, both of whom 
were unavailable until 
recently due to con- 
tractual obligations. 
Players are rated across 
20 different categories 


and are modeled to reflect the 
actual players’ height and weight. 
‘a = The game's most significant 
= innovation is its extensive 
repertoire of post-up moves 
and running shots toward the 
hoop. Very few other games 
» features these. 
. The game also features color 
commentary from Laker legend 
Chick Hearn, variable speed set- 
tings, trades and a create-a- 
player feature, making NBA 
Action '98 a well- 


— 
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‘ (4 =rounded basketball 
Publisher: Sega é simulation that 
Developer: Visual Concepts , 4 , might keep 


Saturn hoops 
fans satisfied 


J for a while. 


Release Date: Available Now 


\ 
Difficulty: Moderate > 


The Saturn’s Best Sports Game? 


ithout a doubt, the Worldwide 

Soccer series is ranked with 

the best of them. This year’s 

edition boasts faster and 
smoother gameplay and a hefty list of 
features, making it a solid improvement 
over an already solid product. 


CMU 


fed U-f 


You can pick from over 48 international 
teams in several conferences, including 
the competitive French and Spanish 
Premiere Leagues. Up to four players can 
compete in one of six stadiums in front of 
realistic-sounding crowds and with live 
play-by-play commentary. 

The increased difficulty levels and 
improved goalie Al will make sure that you 
work for each goal. You can also check on 


The Long-Running Baseball Series Goes 3-D 


or many years Sega’s World 

Series Baseball has always been 

the premier baseball simula- 

tion on the Saturn, and one of 
the best baseball games, period. Seeking 
to keep pace with their competitors, Sega 
finally brought their long-running 2-D 
baseball into a polygonal world. 


We're happy to report that the transi- 
tion to 3-D was a seamless one because 
the polygonal graphics haven’t changed 
the gameplay that made the WSB series a 
favorite among baseball fans. In fact, 
the new graphics have made WSB Ill a 
much more attractive game, as the switch 
to a polygonal game engine has livened 
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up the players with a variety of 

motion-captured animations. 
In addition to graphics, 

WSB 98 has a few new 

features that include a 

small pitch diagram that 

shows the batter where 

the pitcher has thrown 


your performance in over 
30 categories with the 
game's stat tracking. 
WWS 98's realism may 
leave the competition in 
the locker room: Players 
get injured and suspend- 
ed; halfbacks’ passes lead off their for- 
wards; goalies come out to take on the 
threat one-on-one, etc. It’s a soccer fan’s 
dream video game. Look for it this winter. 


G Publisher: Sega 


Developer: Sega 
Release Date: Available Now Players: i-4 
Difficulty: Moderate 
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during an 
at-bat anda 
better batting interface. 
With all-new 3-D graphics, 
features and the same fun gameplay, 
the WSB '98 breathes new life into Sega’s 
baseball franchise. 


wm | Publisher: Sega 


Developer: Sega 
Release Date: Available Now 
% Done: 100% Difficulty: Moderate 


Do you think a magazine, like 
this one, written by sports video 
game experts, has more useful 
information than the sports 
section of the monthly video 
game magazines? 


Yes or No 


How does this sports video game magazine 


One Person ‘chosen at Random Will Win compare to others you may have seen? 
a Game System and Two Games! [| Better 


What is your favorite video Please check the names of the || Worse Please 
, check one 
game genre? _ magazines you currently read. Please 
; : rate them with 1 being the favorite. : 
Hi Fighter | | Sports g | | The Same 


CHECK NUMBER 


|| Action || Racing C) Electronic Gaming Monthly | | 
: Would you recommend this magazine 
| | RPG || 3-D Doom Clone: C) Gamabre || to your friends? Yes or No 
Please number from 1 to 6 with 1 being your favorite Which parts of the magazine do you like 
C) Ultra Game Players | | a eee 
How many hours a week 
do you play video games? C) Game Fan | | || Previews 
|_| Strategy 
C) Official PlayStation Magazine | | | Reviews | | — 
How many games did you buy 
in the last year? C) EGM | | : |_| TNs 
Please rate from 1 to 5 with 1 as the best. 
ss: siecle aia iii aia C) Next Generation | | : 


Do you like to read interviews with sports stars 


How much do you spend on C) ee ae : 

video games each month? : PSM | | | in a publication like this? Yes or No 
ae Sa OC) Video Games for Nintendo 64 | | Do the sports photos (non-screen shots) make 
: : the magazine better? Yes or No 
Where do you usually buy your C) Sports Video Games | | 


video games? 
g What are the best parts of this magazine? 


What are your favorite sports 


Name of Store video game genres? 

: Hi Football | [Soccer 
How many video game : What don’t you like about this magazine? 
magazine issues did you : | | Hockey | _ |Racing : 
buy or subscribe to last year? 

|| Basketball | |aor 

: Hi Baseball : 
Where do you usually buy Do you think the government is covering up 
your video game magazines? : Please rate from evidence of their involvement in contact with aliens? 


1 to 7 with 1 as the best 


Feel free to write additional comments and attach them 


to this form or e-mail to mstassus @ZD.com 
Name of Store 


How many people do you know : 
who play video games? : Name: 
How do you decide to purchase 
a video game? ——————————————— Age: 
NUMBER 


— :' : Phone Number: 
Friend's advice | Out of this number from the 


previous question, how many 


Ads on TV | | people do you know who ONLY or Photocopy or send this form to: 
: mainly play sports video games? : 


Sports Survey Sweepstakes 


Magazine game reviews | | 1920 Highland Avenue 


: Give a number : Suite 222 
Ads in game magazines | Lombard, IL 60148 
7 If you had a super power, would . ‘ 
il ent you rather fly or be invisible? Deadline: April 10, 1998 


Sweepstakes Rules: 
1. No Purchase Necessary: To enter, complete and mail the reader survey (or write to obtain a survey and include a self-addressed stamped envelop containing your name, address, and phone number) to “Sports Survey Sweepstakes” 1920 Highland Avenue, Suite 
222, Lombard, Illinois 60148. No purchase or payment of any money is necessary to enter. All entries must be handwritten. Mechanically reproduced entries will not be accepted. Entries must be received by April 10, 1998. All entries become exclusive property of 
Ziff-Davis Inc. and will not be acknowledged or returned. Ziff-Davis assumes no responsibility for lost, mutilated, late, illegible, incomplete, postage-due, or misdirected entries. 2. Prizes: 1 Grand Prize: Your choice of either one (1) video game system and two (2) video 
games; or four (4) video games total. (Approx. retail value: $240). Winners will be determined by a random drawing from all valid entries by Ziff-Davis whose decisions are final. Drawing to be held on or about April 10, 1998. Prize winner will be notified by phone. 
Prize is non- -transferable. No substitutions of prize is allowed, except at the option of Ziff-Davis should the featured prize become unavailable. 3. Odds of Winning: The odds of winning will be determined by number of valid entries received. 4. Eligibility: Sweepstakes 
open to residents of United States and Canada only. Void in Quebec. Non-compliance with the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualification and an alternate winner will be selected. Winners or 
their legal guardians shall sign an affidavit of eligibility/release of \iability/prize acceptance within 30 days of receipt or forfeit prize. Neither Ziff-Davis nor its affiliates, subsidiaries, divisions, or related companies are responsible for any damages, taxes, or expenses 
that consumers might incur as a result of this contest or receipt of prize. Winner accepting prize agrees that prize is awarded on the condition that Ziff-Davis, its representatives and employees will have no liability whatsoever for any injuries, losses, or damages of any 
kind resulting from acceptance, possession, or use of the prize(s). Winner further acknowledges that Ziff-Davis has neither made nor are in any manner responsible or liable for any warranty, representation, or guarantee express or implied, in fact or in law, relative to 
any prize, including but not limited to its quality, mechanical condition or fitness. 5. Winners List: For a list of winners, send a stamped, self-addressed envelope to “Sports Survey Winners List” 1920 Highland Ave. Suite 222, Lombard, IL 60148. 6. Restrictions: Void 
where prohibited or restricted by law. All federal, state and local regulations apply. 
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Here’s the first console version 
of John Madden Football on the 
Genesis that started the realistic 
sports revolution. 


Computer Opponents Are No Longer As Dumb As Jocks 


By Kraig Kujawa 


ver since the dawn of sports gaming, human 
players have time and again run up the score 


After years of gaming that have spawned 
many progressively better hardware systems, 
Sama) =2we've seen more glitz, better sound and 
dace 3-D hamckie. What we haven't seen is a major 
improvement in the artificial intelligence...until now. 
Many sports gamers complain about games with the 
intelligence equivalent to a potato, but we are partially 
to blame. You see, good artificial intelligence doesn't 
make a flashy, eye-catching picture on the back of a 
game box. It won't impulsively make customers buy a 
game like aesthetic features would. But, with all of the 
new competition crawling out of the woodwork to get a 
piece of the lucrative sports gaming pie (sports games 
make up about 50 percent of console software sales), 
the competition in this market is hotter than ever before. 
Companies are being forced to pay attention to every 
facet of a game in order to keep or gain the competitive 
edge. Perhaps that is why we're seeing such huge Al 
leaps in a scant year’s time whereas in past years, 
progress has been stagnant (or has even taken steps 
back). Some say it is because of technology that games 


are able to become more sophisticated. While this is true, 


past 16-Bit sports games weren t half as smart as they 


on their less competent computer adversaries. 


could have been. 

The best example of this is EA Sports’ Madden series. 
It personifies sports gaming as a whole and was the 
undisputed leader of the genre through the glorious 16- 
Bit days. Where that game went, most followed. When 
Madden is being discussed, it’s like discussing the genre 
as a whole. You see, John Madden Football was a revolu- 
tionary game when it arrived. It played more like real 
football than anything else on the market, bar none. Just 
about every football game you play (or even non-foot- 
ball sports games) has many elements of Madden in it. 

Scott Orr, executive producer at EA Sports, was one 
of the creators of the first console Madden (on the 
Genesis). He explained that “the philosophy was to build 
[the first Madden] from the bottom up...we started with 
the Al and built [the game] around it.” If successive 
sports games incorporated that same design philosophy 
for the years following, the results would have been 
impressive. Obviously, that wasn't the case. 

After the first few years of steady improvement, 
most of the changes and new “improvements” in subse- 
quent versions of Madden consisted of different graphics 
and plays. The computer didn’t get smarter, and some- 
times it got dumber. This was also true of competing 
products. The focus of football games seemed to shift to 
graphics, bells and whistles, and name-brand licenses. 
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Money plays existed in the first 
Madden (top two) and in Madden © 
NFL 97 (bottom two). Has Al really 
progressed much in all these years? 


Show me the Money Plays 


The result? “Money Plays” became as 
much a feature as any other in a football 
game. The minute avid video football 
gamers got their hands on the next 
Madden (or any other pigskin title), the 
first thing to do would be to find the 
almighty Money Plays that would be 
imbedded within the playbook. Those who 
found the Money Plays could immediately 
start walloping the computer. Once some 
of the other nuances in the game were 
exposed, that no longer was a challenge. 
The new mountain to climb would be try- 
ing to score 100 points in five-minute 
quarters, or to make the computer look 
silly by having negative yards in offense 
when the game was done. Sadly, all of 
these goals were easily possible to reach. 


The Evolution of Defense 


Obviously, the dubious invention of 
“Money Plays” is a result of poor Al. But 
why exactly? Let’s take the 
circumstance of broken 
defensive pass cover- 
age. When you pick 

the perfect defense to 
cover an offen- 
preers sive play 


Ngee ae 


Bis 


Players in past 
sports games 
should have had a 
question mark on their 
jersey to warn coaches 
of their cluelessness. 


and have the personnel to run it (assuming 
the breakdown isn’t your fault) multiple 
wide receivers should not be wide open. 
But in past Madden games they were—and 
repeatedly. Depending on what version of 
Madden you're playing, this could be due 
to many problems. In early Maddens, 
defenders were “hard coded to defend cer- 
tain positions such as WRi (Wide Receiver 
1), WRa2, etc.,” according to Steve Sims, 
producer of Madden NFL 98. This would 
cause horrendous defensive problems, as 
putting people in motion and overloading 
receivers to one side would cause all sorts 
of defensive mismatches. For instance, WRI 
(wide receiver) is usually split out to the 
left. This receiver was coded to be guarded 
by CBi (cornerback 1), who is usually also 
on the left. If WRI is moved in motion prior 
to the snap to the right, CBI would still stay 
on the left. This would create a long win- 
dow for WRI to be left wide open while CBI 
scurries across the field to cover him after 
the ball is snapped. 

By Madden 94, this obvious flaw was 
patched up by directing the appropriate 
defenders to follow the wide receivers in 
motion before the ball is snapped. This 
helped defensive “Man-to-Man” coverage 
on balance, but still other flaws remained. 
Enter zone coverage, the defensive cover- 
age used most in the NFL. It involves 
dividing up sections of the defensive back- 
field for each defender to cover. In early 
Maddens, crudely defined zones made by 
a field divided up in checkerboard-like 
dimensions would require that a defender 
sit in the middle of the said square zone 
and then wait for an offensive player to 
enter his territory. Once an offensive player 
entered into the square zone, the defender 
would follow him around in it. According 
to Sims, “It is a zone defense, but it’s the 
first progression of it. The defense doesn’t 
take into account offensive balance and 
what they’re attacking you with.” The 
result? The early zone defenses of Madden 
could be easily decimated by flooding the 
zone with multiple receivers and by run- 
ning certain patterns (such as crossing 
patterns) that would always find the seam 
(where there shouldn't be seams) in the 
very predictable zone coverages. To give 
defenses a new weapon to combat these 
types of breakdowns, a “Man/Zone” 
defense was added in Madden 95 and 
Madden 3D0 (and all others that followed 
it) that would place defenders in zones, 
who would then cover offensive players 
that entered it. Instead of only covering 
the player while he’s inside of the zone, 
Man/Zone coverage would allow that 
defender to follow the offensive player 
anywhere on the field. 

The biggest step in making defensive 
coverages realistic was taken in Madden 
NFL 98. Here, defensive coverages became 


dynamic and, well, artificially intelligent. 
The new Madden defenses shift and adjust 
their zones to accommodate the strengths 
and positions of the offensive formation on 
the field. The zones are no longer ina 
Square shape, giving them flexibility and 
efficiency when covering the field. The 
defensive players on the field read the 
offense to an extent, and pick the appro- 
priate portions of the field to cover. In 
addition to covering the right parts of 

the field, the way that defenders cover 
receivers is more real and complex. Now, 

a defensive player may “shade” his cover- 
age to protect against the deep bomb, or 
bump-and-run to defend the short pass. 
Double-teaming defenses may have a safe- 
ty shade deep while having the cornerback 
cover short. Although the defensive players 
and plays are smarter, they don t make up 
for an ill-advised play. In summarization, 
this new, smarter defense implements the 
defensive play you call in the best possible 
fashion. If you call a defense that should 
work, it will work (given you have capable 
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Suited for that situation. The same thought 
processes are used during defensive play 
selection. Why hasn't play selection gotten 
more advanced? According to Sims, 
“People have tried to do historical analysis 
(looking at the last five plays to analyze 
and call a play), but it comes up cheesy. 
When you do fake punt five times, it (the 
computer) goes into a punt defense, and 
then you can go long.” If you play a game 
that seems to know all of the right plays to 
call, be aware that some games cheat by 


Play calling is one of the biggest chess matches 
in football and to this day it remains one of the 
most simplistic AI routines in football games. 


players). Steve Sims summed it up well by 
saying, This is the first Madden game 
where Madden could watch the video game 
being played and dissect it just as he 
would a real football game.” This is unlike 
SO many games before it, where defenses 
would fail due to bad computer Al. 


Playing Smart 
Play calling is one of the biggest chess 
matches in football, and to this day it 
remains one of the most simplistic Al rou- 
tines in football games. In early Maddens 
play calling was quite simple. A situational 
matrix would define what type of defen- 
sive or offensive play would be used in 
conjunction with a play-calling profile for 
that team. In Madden NFL 98, play calling 
hasn't progressed that much, but what’s in 
place does work pretty well. The computer 
uses the opponent's team profile and its 
own when considering a play. If you're 
using Green Bay, for example, it will 
always consider that the Packers are more 
apt to pass. With this in mind, the comput- 
er considers the game situation in addition 
to plays that have worked in the duration 
of that game. If the computer was success- 
ful in completing a slant pass during 2nd 
and long, then the next time that situation 
occurs, there’s a good chance that it will 
choose to run that play again. There is an 
element of randomness to the play selec- 
tion, so it may pick another play that is 


letting the computer see the play you pick, 
then using a defense designed to stop it. 


Not-so-Hot Pursuit 

When creating the Al for a game, it 
is important not to overlook the small 
details of gameplay when working on 
more sophisticated facets of the game. For 
example, EA hired someone to adapt a 
piece of code that he programmed to work 
with Madden. This code was specifically 
made to make defenders “swarm” after 
offensive players in a realistic manner. This 
worked out well, but what was overlooked 
was the flawed head-to-head defensive 
pursuit in Madden NFL 97. If an offensive 
player is running into the defensive 
secondary, the defenders would angle 
toward the ball carrier for the tackle. 
Unfortunately, due to some Al problems, 
the defenders would take the wrong angle 
to intercept the ball carrier, leaving the 
defender a second behind where he should 
have been to cut off and tackle him. This 
was a humorous Al bug that would often 
create a large train of dumb defensive 
players to follow the ball carrier. The whole 
scene makes the ball carrier appear as a 
Pied Piper because the defenders took the 
wrong pursuit angles, causing them to fall 
behind him. The reason that this happened 
was because the game’s Al wasn’t predict- 
ing the future properly. As producer Steve 
Sims explains, “Velocity equals distance 
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over time.” By using a formula based on 
that formula, defenders can calculate 
where a player will be, and what angle he 
should take. Obviously, these algorithms 
weren t working in Madden 97. 
Fortunately, they work fine in Madden 98. 


Room for improvement 

Although there has been much 
progress in sports gaming Al in the last 
year, there's still plenty of room for 
improvement. For example, Sims admits 
that Madden Football's play calling “is still 
an area in which we can improve.” But 
that’s only one of many areas in only one 
genre of sports. Whether it’s a football, 
hockey, or basketball game, chances are 
that it isn’t as smart as it should be. But as 
consumers, your dollars have the power to 
demand a better product, and companies 
such as EA are beginning to listen. 


into 


The typical development cycle of a 
sports game is about 1o months. Usually, 
after a game is finished, the game produc- 
tion team takes time off to cool down, 
and then starts to create the next edition 
of the series. What may surprise you is the 
amount of time that is spent on developing 
the game's artificial intelligence. 
According to Scott Orr, “In the past, Al 
typically is one of the last things that you 
work on because you're trying to upgrade 
and put a lot of energy into improving the 
graphics, frame rate and adding new 
features. Al and tuning tends to take a 


back seat.” Back seat, indeed. When asked 
about the percentage of Madden Football’s 
development cycle that is spent on Al, Orr 
replied, “Typically it’s probably to percent 
(for every version of Madden).” This year 
was different for EA, as they shifted more 
emphasis toward the brains of the product. 
“We took the approach of Al first. This year 
we were able to fix past problems and take 
it to a new level.” Bringing the game to 
this “new level” involved working on the Al 
in the beginning of the development cycle 
(for the first time), and devoting “at least 
25 percent of the schedule to it (the Al),” 
according to Orr. They also expect to use 
just as much time (if not more) working on 
improvements on the Al for Madden 99. 
The results of devoting extra time on the 
brains of the game two years in a row 
should be interesting, indeed. 
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MADDEN (*’ 


THE BEST COACHI 


A big part of winning football video games is finding the best plays in the game, and then mastering 
them. Some plays just work much better than others, due to the game’s artificial intelligence or just 
because of the mechanics of the play itself. Keeping that in mind, the best tool we can give you to beat 
your friend or the computer is a rundown of the best plays in the game. None of the plays below are 

“money plays” because the Al in this Madden is better than ever before. Also, if you don’t have enough 
talent in key places, these plays won’t work as well for you. 


3WR - Near - FB Dive Near 


This seems to be the most effective and most consis- 
tent of the fullback dive plays (there are many of 
them) which are all very effective running plays. This 
play will work well against pass defenses and is also 
effective against goal line defenses because the 3WR 
formation spreads the defense out. Prior to the snap, 


move your motion man to the left and snap the ball 
once he crosses the gap between the center and the 
left guard. If you snap it at this time, the motion 
man will block the gap between the left guard and 
the left tackle. Simply run your fullback directly 
behind the motion man's blocking and use your B 
button to explode forward as you are initially going 
through the line. If you plan on-.using this as your 
primary running play, it is a good idea to substitute 
your fullback with whomever your team's best 
overall running back is. 
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Normal - Pro Form - Quick Toss 

If you have a fast running back, this is one of the 
most explosive running plays to use. Move your tight 
end to the side that you're running the ball. As he 
reaches the end of the offensive line, hike the ball 
and run in that direction. It’s a good idea to hit B 

to power burst your way to the outside of the field. 
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If your running back is slow, don’t mess with this 
play, or you'll get dropped for losses. Keep in mind 
that if you're playing against a human opponent, 
you might not want to move the motion man since 
it may give away your intentions. 


Since Madden 64 uses the same artificial intelli- . 
gence and playbook found in the PlayStation and a 
Saturn versions of the game, this strategy guide 

will work for those versions of the game too. 


When passing, try rolling the quarterback in a 
3 WR - HB Toss Pass the direction of the receiver you want to throw to. | 
This is both a good running play and a good passing play. This will lessen the distance between the two of ) 
Pass to either the down triangle button who is streaking up the you, and give defenders less time to react. This 1 
field, or if you want to get real tricky, pass to your quarterback might be counterproductive against a smart 
(receiver Z). Be warned that your QB isn’t a gifted receiver, and human opponent because it could give away | 
often won't make the grab. Also, don’t be afraid to just run the where you want to throw the ball. 1 
ball upfield after receiving the pitch—this is one of the best If the defense blitzes, your running banks that | 
outside running plays in the game, thus allowing you to have are running short routes should be open—especial- . 
your cake and eat it too! ly in the flat. This is because linebackers usually ! 
do the blitzing—the same defenders assigned to 
cover running backs. It is also good to throw to ' 
these routes because they develop quickly, allow- ! 
ing you to unload the ball before you get sacked. 
If the defense pulls up the line of scrimmage , 
(by pressing the shoulder button), lob a ball to , 
your receiver going deep. If you have a fast one, : 
he has a good chance of burning the tight man- . 
to-man coverage used in that type of defense. 
Speaking of pulling up the line of scrimmage, '! 
occasionally try using the “bump-and-run”™ 
coverage by pressing the shoulder button before 
the snap of the ball on defense. It gives teams a | 
different look, and even better, you can spring , 
this on them right before they hike the ball. 7 
You should use this coverage more if you have a | 
good secondary. 
Normal - Pro Form - QB Sneak Use your motion man to provide additional 1 
The normal version of the QB Sneak is a bit better than the blocking on running plays. Move the motion man | 
Jumbo or Big style of it because it keeps a bigger element near the place where the hole is designed to open 
of surprise (defenses will pack it in against a Jumbo player up and hike the ball. 
package.) Any of them If a defender is behind your receiver, lob the 
are great for picking pass. If he’s in front, bullet it. Lobbing the ball 
up a yard or two, eS also makes it easier to catch for receivers with : 
especially if the E << : poor hands. 
defense isn't expecting + : , Use the “Big” and “Jumbo” packages to 
it. Try moving your . «+ .- gt eZ = Ly. v fool your opponent. Use the pass plays in these 
motion man to the left 5% formations that are designed for the run. 
of your center, and The best way to win in Madden is to have a 
then following him nee { great running back on your team. If you aren’t | 
through. Be sure to too attached to your favorite football team, we 7 
keep hitting the speed strongly urge that you pick a team that hasafast | 
burst (button B) to running back that can break tackles. Forexample, | 
plow through the line try Detroit, Dallas, Philadelphia or Green Bay, 
as fast as possible. Having a great back is important because most of | 
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eltner as a runner, or a receiver. Heck, you Cali 


halfback passing plays. This way 
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SHORT PASS PLAYS 


Normal - Pro Form - Quick Outs 
Although this play is named after its cutting 
receivers to the outside, the primary thing here is 
the tight end (receiver A) who slants across the 


middle for a 
gain of at least 
nine yards. 
After hiking, 
watch the 
tight end and 
rifle the ball to 
him as he makes his diagonal break inside. If 

a defender is covering him on the outside, don’t 
worry, this is to be expected on slant patterns. 
The inside slant route on the Quick Outs is usually 
a good quick-hitting play and shouldn’t take 

too long to execute or it won’t work. If, for some 
reason he is covered from the inside, throw to the 
receivers as they make their cuts on the outside. 


Normal - | Form - FB Under 

This pass play to your HB is one of the deepest 
(usually) safe 
passes to your 
running back 
(receiver R). 
Throw to him 
once he passes 
the line of 
scrimmage 


Ls 
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IT TAKES AWHILE FOR 
RECEIVER R TO GET 
INTO POSITION, TRY 
LOBBING THE BALL 
WHEN HE S AT THE 
SPOT ABOVE, AND 
HE LL GET IT 
AROUND THE SPOT 
TO THE RIGHT. 
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and angles outside. The play works for the most 
yards if you lob the ball to the running back. Also 
keep an eye on the FB (receiver Z) who works his 
way through the line of scrimmage. He’s a good 
receiver to use as a backup (though you won’t 
need a backup very often.) 


3WR - Pro Form -Curls 

This is a high-percentage pass play that can net 
you anywhere from an almost-guaranteed three to 
10 yards. Watch your running backs (R and Z) as 
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they squirt out to 
the left and right. 
Rifle the ball to 
whichever is open 
(at least one usual- 
ly is), if a defender 
is chasing the 
intended receiver, 
lob it. RB. This play 
works great against 
blitzing defenses and zone pass defenses. It’s a 
great play to use on 3rd and 1 when the defense 
expects a running play. 


Pro Form - Normal - All Streaks 
To increase the chances of completing a long pass, 
you must fool the defense. This play is very good at 


¥ 
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that, because it looks like a normal formation— 
except that every receiver goes long. If you have 
good receivers, keep your eyes on the “B” or 
“down triangle receiver.” Lob the ball when 

one breaks open. 


4WR - Single Back - Play Action 
Use this play when you need a good 10-15 yards ina 
pinch. Motion your slot receiver (receiver R) to just 


right of the center of your line, 

and hike the ball. Next, contin- 

ually backpedal your QB to buy 

time for the receivers to break 

through the line. Both receivers 

will eventually break through 
the line, then run patterns up the middle of the 
field. Usually, there won't be enough defenders to 
cover both, and at least one will be left open. Bullet 
pass to whichever one is open If there is a defender 
trailing the receiver, or between you and the receiv- 
er, lob the ball and let your receiver run under it. Be 
prepared to leap to grab the ball, as often a safety 
will run toward you to break up the play. Jumping 
for the ball will often let you win this battle. 


WR - Shotgun - HB Go 


This is a good high-percentage pass play that can 
net you a good 1o-plus yards a completion. 
The pass will be thrown to the running 
back doing the “Go” pattern (A) and will 

be wide open against man-to-man 

defenses, but can still be completed 

against zone coverage. Once the ball is 

snapped, drop your quarterback diago- 

nally back toward the side of the field that 
the running back is running 
his pattern, and then throw 
a bullet pass once you see 
that the running back is 
open. If he is covered, you 
will need to throw him a lob 
pass in order to get past the 
pursuing defense. 
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Zone blitzing is all the rage in the NFL, and for good 
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This player's guide for Sony’s NFL GameDay 98 will give you strategies and plays that should help you 
take your team to the Super Bowl and beat your friends. For competition's sake, everyone tends to play the 
game on the default settings, so that’s what this guide has been based on. 

While it won't be discussed in this guide, in order to be successful at the harder levels in GameDay 98, 
you will need to use the Advanced Control option and learn the game's more advanced moves and Total 
Control Passing. Total Control Passing will allow you to lead, overthrow and underthrow your receiver and 
will be key to completing passes against the defenses on the higher difficulty settings. The passing plays 
listed in this guide will be even more effective against the harder difficulty settings when combined with 
Total Control Passing. 


the running back clears 
the line of scrimmage, 
you should pass the ball 
to him. If he’s wide open 
just use a bullet pass and 
if he has a linebacker 
trailing him, use a lob 


pass to get it over the 
defense and into his waiting hands. 


SHORT PASS PLAYS 


Pro Blue - Out & In 


This is a very high-percentage short yardage passing 

play that should get you 
about five yards every 
time you run it. Before 


the snap, the fullback Pro Split - Go 


= will automatically shift This play goes to the running back (receiver 
= ot = from the left to the right. _ triangle) positioned to the left of your QB. Before the 
eS a Allow him to do this. snap, the wide receiver on 


Once the ball is snapped, 
drop your quarterback 
straight back and keep 
an eye on the tight end 
(receiver X.) The tight 


the right will automatically 
go in motion to the left. You 
don't want him there, so 
press right to make him 
return to his normal posi- 
end will run a pattern tion. Once you snap the 
where he slants into the 4 eo eee ball, drop back and imme- 
middle of the field, then diately throw a zip pass to 
cuts out. To complete the running back once he 
the pass, you'll need to gets about five yards past 
rifle the ball in as soon the line of scrimmage. Just 
as he cuts outside. remember that you need to 
get the ball to him quick 
: before he runs into coverage 
Trips - Arrow further downfield. This play 
This is one of the many plays whose primary receiver should be open a lot and will 
is a running back coming out of the backfield. The get you at least a good seven yards per pop. 

arrow play should get you at 
least 10 yards every time 
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that you complete it. It Three Wide ~- Cross 
works from both hash This is a medium-range passing 
marks and in either direc- play that is good for an average 
tion. After you snap the of about 10 yards. Throw to the 
ball, drop your QB straight _ slot receiver (receiver triangle). 
back and watch the run- Once the ball is snapped, drop 
ning back (receiver circle) back and throw a bullet pass to 
that's positioned right him as soon as he makes his slant 


behind him. As soon asthe — toward the middle of the field. 
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When you flip the plays in GameDay 98, the receivers change their 
pass designation, thus making it difficult to tell you the shape 
that corresponds to the receivers in the flipped and non-flipped 


versions of the play. With that in mind, every play here is in its 
standard form. Most of them work when flipped, but you'll need 
to translate the receiver designations when they change. 


Like in the NFL, the key to a good 

offense in GameDay 98 is to have a 

well-balanced offensive attack that 

makes use of a variety of running and 
Pro Red - Hitch passing plays. In order to run the ball 
effectively, find the holes your offen- 
sive line makes for you and burst into 
them quickly with the use of your "xX" 
button. When your player appears to be 
close to being tackled use your special 
move button, Circle, to avoid being 
tackled. On the other hand, if the 
defender is diving at you from the left, 
you should use the stiff arm move. 

There are a lot of plays that will 

consistently have wide-open players on 
passing plays, but on occasion they are 
stopped because the intended receiver 
will be tackled at the line of scrimmage 
or just covered by a good defense. 
Because of this, one of the keys to 
having an effective passing game is 


Pro Split = Quick Outs to learn to look at the whole field and 
If you have one or two good running backs, this is one of the best plays to ne ip = gees ~ se 7 aaa 
use. The best scenario is that you'll hit the running back in strides up the ee ee ee 
middle for big pass the ball to. 
2 gains. Wait for To stop running plays on defense 
the EB and HB to you should use your swim moves 
on teva) (buttons Li and Rr) to get away from 
dakt the defensive the lineman, and then speed burst 
Hrie. Once they with button X to get to the ball 
get past, rifle the carrier. When tackling, you should use 
ball ta wiinbeune the dive button if you have defenders 


is open. If you 
wait too long they'll run into another wave of defensive pass coverage. If 
a defender happens to be between the QB and intended receiver, do a lob 
pass and run under it. 


This is a good passing play that could get you about to 
yards a play when completed. The ball will be thrown to 
the tight end (receiver X) that is positioned to the right 
of the QB. Before the snap, the right halfback will run in 
motion to the left, but you want him in his original 
position, so move him back to it by 
pressing the D-pad right. Once the 
ball is snapped, wait until the tight 
end makes his cut to the middle of 
the field and then throw him a bullet 
pass. He should be open a big per- 
centage of the time because the 
defenders have trouble deciding 
whether to cover the tight end, or 
the halfback who is following him. 
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behind you to back you up. However, 
if you are all alone, you should simply 
try to wrap the ball carrier up. 

On passing plays, you should rush 
the passer by using your swim move to 
separate from the offensive line, and 


Run & Shoot - HB Swing then speed burst to the quarterback, 


SSIDALVULS IVAYANAD 


Se eR ee ae ee ae ee ee tet eee he 


just as in the running plays. But, the 
real key to stopping pass plays is to use 
the jump button to try to deflect the 
ball. If the player you are using isn't 
the closest to the quarterback, switch 
to the man closest to him and then 
jump as he’s throwing the football. If 
the pass is in the direction of your 
player that is jumping, you will likely 
tip the pass. If you miss the tip at the 
line, switch to the closest defensive 
back and try to jump in front of the 
intended receiver to tip the pass again. 

Most of the time you'll want to flip 
your plays to make sure the intended 
receiver is on the wide side of the field. 
This way he’ll have more room to work 
with and to run in after the catch. 


This is a very reliable short-yardage passing play that should be run to 
the wide side of the field. If you are on the left hash and are running the 
play toward the right, the left slot receiver will motion to the right side of 
the field. If nobody moves with him, it means 
that they are in a zone defense and you 
should keep the motion man to the right, but 
if a man does move with him, your best move 
is to move him back to his original position 
by pressing right on the directional pad. 
Once you snap the ball, drop back deep to 
give the running back (receiver X) enough 
time to make it to the outside. Once he gets 
in the open, simply pass him the football 
and run to wherever you see an opening. 
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MEDIUM/DEEP 


PASS PLAYS 


Twins - Corner 

If your opponent is running a lot of zone defense 
against you, this is an excellent play to get about 10 
yards every time. If the 
defense is playing “man” 
coverage, their defender 
will line across from your 
receiver, and will line up 
very close to him, general- 
ly. Zone defense, on the 
other hand, will have 


ON THE LEFT IS A _MAN“TO“MAN” DEFENSE THAT IS LIKELY TO STOP 
THIS PLAY. THE DEFENDERS PLAY CLOSE AND TIGHT TO YOUR WR. ON 
THE RIGHT IS A ZONE DEFENSE THAT IS PLAYING OFF OF THE WRsS, 
THIS SHOULD BE GOOD FOR A COMPLETION. 


defenders spaced around the field. To complete this 
trustworthy play, simply bullet throw to the receiver 
(receiver square) as he makes his cut inside. Check out 
the screenshots above to tell the difference between 
man and zone defenses. 


Twins ~ Siamese 
The receivers on the left side of the formation make this 
play dangerous. Your primary target is the inside WR 


(receiver triangle). Rocket the ball into him as he makes 
his cut inside. If he’s covered, throw it to the outside 
receiver that breaks outside. Every time you run this 
play, one of these two WRs are open. 


Shotgun - Double Flag 

This pass play is a good medium-range pass that works 
fine from either hash mark 
because it actually has two 
“go to” receivers. The two 
receivers that will be open on 
this pass play are the ones 
located to the extreme right 
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and left of the formation, 
they are receivers “square” 
and “circle” running the 
square in patterns. Once 
the ball is snapped, drop 
your quarterback straight 
back and throw a zip pass 
to one of the receivers as 
soon as either cuts to the middle of the field. 


RUNNING PLAYS: 


Pro Blue ~- 24 Hit 

The 24 Hit is an off-tackle running play for the halfback 
that can be run on either hash mark and to either side of 
the field. Before the ball is snapped, the fullback posi- 
tioned on the left will shift and move to the right. Once 
he's set you should snap the ball when you are ready to 
run the play. The key to having success while running 
this play is how 
well you follow 
and read the block 
of your fullback. 

If he blocks inside 
it means that the 
hole should be 
inside and if he 
goes outside, you 
should follow him 
outside. Either 
way,as soon as you make your decision you should 
immediately speed burst into the hole with button X 
and then use your special move, button Circle when 
defenders get close to you. 


Pro Split - Sweep 

The Sweep is a very productive running play to your 
halfback that should normally be used to the wide side 
of the football field. To keep the defense off balance you 
may occasionally run sweeps to the near side. Before the 
ball is snapped, the wide receiver to the side that the 
sweep is going to will motion to the opposite side. If 
you see a defender follow 
him, just let the receiver 
continue to motion away 
from the direction the play 
is going. But, if a defender 
doesn't move with him, 

you should motion him 
back to his original position 
to block. Once the ball is 
snapped, run your halfback toward the sidelines, but as 
soon as you see a hole you should immediately cut 
toward the hole and press button X to speed burst into 
it. Unless you have a real speedy running back, you 
usually won't be able to outrun the defense to the 
outside, so cutting straight upfield when a hole opens 

is key to having success with this play. 


NFL GAMEDAY 98 


Pro Red - Delay 


The Pro Red Delay is one of the game's best running plays 
for situations like 3rd and long, where the computer is 
expecting a pass. 
Thus, this makes a per- 
fect play for an audi- 
ble in situations where 
you see the defense is 
in a Nickel or Dime 
defense. Once the run- 
ning back receives the 
handoff from the QB, 
immediately look for a 
hole to run to between 
the tackles and once 
you see one, speed burst with button X into it. 


Pro Split - Pitch Wk 


Because of the fatigue factor, you will not want to always 
give the ball to your halfback, and that is where this play 
comes in. It is a weak side pitch to your fullback that can be 
run to either side of the field and from either hash mark. 
Before the snap, the wide receiver to the right will motion to 
the left. Once he 

is finished, you 

are now ready to 

snap the foot- 

ball. After the QB 

pitches the ball 

to the fullback, 

run your full- 

back to the right 

and wait for 

your halfback 

and motion wide 

receiver to make their blocks. The wide receiver will hook 
around and block in and the fullback will usually block out, 
leaving you a nice hole right between them. Once you see 
this hole, immediately run straight through it and use your 
speed burst button to help you. 


| Form ~ Boss 

This is a very good power running play that is normally run 

right off a tackle. It is effective from any side of the field 

and can be run to the 
right or to the left 
(when mirrored). On 
this play, you will 
want to watch the 
blocking of your full- 
back and your center, 
who will be pulling 
and blocking toward 
the strong side of the 
play. You will want to 
follow these two 
players and if they 
create a running lane 

to the outside, you will want to immediately run to that 

direction, but if they create a hole to the middle, you will 

want to run your halfback straight into the hole. 


[ DEFENSIVE PLAYS 


es 


50 - 4 Man Go 

The 50 defensive formation features 
a five-man front and two lineback- 9=§ > + “ 
ers and isagreatdefense forstop- [| 7. pag eo 
ping running plays. Of the playsin *~§ ~~ 5 = 
this defensive package, this is the et 
most effective at stopping therun, => 
while not allowing the big pass play. 
With this defense you shouldn’t have 
any problems keeping any running 
game in check. Also, you won't get burned by many deep passes 
because it does a consistent job of plugging every hole 

and covering each receiver in man coverage. When using this, you 
should choose to control the right defensive end (left most man on 
the defensive line on the screen) and your first move should be 


diagonally left-down to protect against wide runs to that side. 
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Nickel - Man Across 
The Nickel is a good formation for stopping the pass because you 
have an extra defensive back in the 
game. The play that works the best 
in this formation is the Man Across 
since it covers each receiver on 
almost every play. This isn't nearly 
as strong against the run as the 
50-4 Man Go, but it still won't leave 
you open for huge runs, because of 
the tight man coverage. When using 
this, it is good to take control of 
any of the four defensive linemen and 
using left and right swim moves to try to get separation from the 
man blocking you and rush the QB. 
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47h = Spread 

The 4-4 is one of the best defenses 
in the game when it comes to 
stopping both the run and the pass. 
The Spread is the most effective play 
in this formation. It is a little soft 
against the run, so it should be 
used in obvious passing situations 
like third down and five or more 
yards to go. 


Dime - Double Out , 

The Dime is strictly a passing defense and should only be used on 

situations where you know the other team will throw the football. 

The Double Out play is a good play to 

use against an assortment of medium 

_ to long passes. This works well 

~| because it puts at least one man on 

every single receiver, allowing you to 

at least have a chance to stop every 

: : | pass attempt. Just like the other 
pak copes | defenses, simply choose any defensive 
meses “lineman and rush the QB. 
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This Year’s Strong 
Crop Of Titles Shows 
That Football Games 
Have Finally Come 
Of Age 


his year has spurred a 

football games renais- 

sance. For the most 

part, developers are 
finally taking advantage of the 
powerful hardware and storage 
space in today’s console systems 
in many different ways. 

NFL GameDay 98 is pushing the 
PlayStation to the limit with its 
astounding polygonal graphics 
while Quarterback Club ‘98 is 
doing the same for the Nintendo 
64. Madden 98 can be found on 
three systems, and each version of 
the game has the best computer 
intelligence found in a football 
game. Features are becoming 
more complex. NCAA GameBreaker 
98 and Jimmy Johnson Football 98 
both have offensive play editors— 
something rarely seen in console 
sports games. It all adds up toa 
great gaming experience. 

If these titles continue to 
progress at this fast rate, next 
year could bring some incredible 
football games. 
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The Best N64 Football Game 


& @& & @& @& “Awesome” 
Madden 64 


Nintendo 64 

Publisher: Electronic Arts 

Developer: Tiburon (EA Sports) 
Difficulty: Moderate 

IN A NUTSHELL: EA’s most popular 
sports title is easily the best football 
game on the Nintendo 64. 

STRENGTHS: This is the first polygonal 
Madden and it looks great. EA did a 
good job of bringing Madden to a fully 
3-D world, while keeping the excellent 
gameplay intact. Hard-core football fans 
will enjoy the game, which possesses the 
best computer intelligence and realism 
of any console football game. Multiple 
difficulty settings allow beginners to 
easily jump right into the action. 
WEAKNESSES: The biggest weakness in 
Madden, by far is the lack of an NFL 
license. This means your favorite team 
probably won't have the right colored 
uniforms, and certainly won't have the 
team name or logos. This sort of thing 
doesn't hurt gameplay, but it does take 
away from the authenticity of the game. 
Fortunately, real players are in the game 
(NFLPA license), somewhat fixing this 
situation. Also, the players still bounce 
off of each other when tackled, instead 
of wrapping them up like in real life. 
WHAT'S NEW: This game is full of firsts. 
It's the first N64 Madden title, and the 
first Madden to be fully polygonal. 
WHAT’S UNIQUE: Unfortunately, the 
omission of an NFL license is the most 
unique thing in this game. 
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Great Graphics, Mediocre Play 


@ @ @ “Solid” 
NFL Quarterback 
Club ’98 


Nintendo 64 

Publisher: Acclaim 

Developer: Iguana 

Difficulty: Easy 

IN A NUTSHELL: Acclaim’s football game 
has plenty of eye candy, but lacks some 
of the fundamentals of a good game. 
STRENGTHS: This is the first hi-res game 
on the N64, and it makes the graphics 
look incredibly sharp. There are also a 
lot of cool features such as the “Create a 
Team” option. Casual fans will probably 
like this game since its weaknesses 
probably won't bother them. 
WEAKNESSES: QBC’s gameplay is very 
unrealistic in many facets of the game. 
For example, the ball hangs in the air 
way too long, allowing defenders to 
make up way too much ground on open 
receivers. There are also many money 
plays. In general, the computer intelli- 
gence has flaws that would take too 
much space to describe. Trust us. 
WHAT'S NEW: The aforementioned hi-res 
graphics are new to the Nintendo 64. 
QB Club’s graphics provide a peek at 
what’s to come in future N64 games. 
WHAT'S UNIQUE: This game has several 
different player sizes to represent wide 
receivers, offensive linemen, etc. 
Unfortunately, some of these players 
don't look like they were rendered 
anatomically correct. Their arms stick 
too far out from their bodies, and 
sometimes they are too skinny. 
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PlayStation/Saturn 
Publisher: Electronic Arts 
Beseeees Tiburon (EA Sports) 
Difficulty: Moderate 


Madden football has 
finally been given a brain, and asa 
result, it is the most realistic football 
simulation to ever hit a console system. 
Although it has the same rating, it is 
better than NFL GameDay 98. 

This game’s great mix of 
realism and easy-to-learn gameplay 
make this the best pigskin game avail- 
able. The graphics, while still a 3-D/2-D 
hybrid, are good and the stadiums are 
especially impressive. 

The load times are a bit 
long, but once the game has started, 
they are no longer a problem. Also, the 
Al does have a few dings in its armor. 
The biggest is that the computer’s 
offense is often incompetent and unable 
to run the ball. Their defense is good 
enough to keep games close, however. 

| hate to harp on it, but 
the most important new feature here is 
the improved Al. EA spent a great deal 
of Madden 98's development time on 
this facet of the game, and it shows. 

Admittedly, it’s odd 
that this was picked as the Editors’ 
Choice instead of Madden 64. Madden 
64's omission of an NFL license weighed 
heavily, and that PlayStation Madden’s 
controls are more precise and intuitive. 
This Madden also plays a tad faster. 


NFL GameDay 98 
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Innovative 3-D Graphics 


scsthtenlpastiead “Awesome” 


Sh Be 
Publisher: Sony C.E.A. 
Developer: Sony Interactive Studios 
ne anne 

| ; Many thought it couldn't 
be done, ia Sony made a fully polygonal 
football game on the PlayStation. It looks, 
moves, and plays excellently. 

E GameDay 98's 3-D graphics 
are its biggest asset, although the game is 
fun to play. It has the largest array of 
moves that can be used by hitting 
combinations of the shoulder 
and face moves (a little confus- 
ing). These moves look superb 
when executed by the polygonal 
players. Especially when they tight- 
ope the sideline. 

NE There's only a few minor 
problems here—too many plays that work 
all too often, in addition to some flawed 
Statistical tracking. Also, GameDay 98 has 
some lapses in realism due to some faulty 
Al. None of this stuff is major though. 

The 3-D graphics, of course. 

NFL GameDay 98 is essentially the same 
as last year’s game, but with a fancy 
set a makeover. 

lH : This is the first football 
game to have ™ wrap tackles,” in which the 
defender wraps up the offensive player 
and drags him down. It’s the most used 
tackle in the NFL, but it hasn’t been ina 
console game—until now. 


A Fun Game That’s Way Too Easy 


are “Solid” 


span Ad 
Publisher: Electronic Arts 
Developer: EA Sports 
iy te Easy 
HELL: EA's college game is fun 
on naples the flavor of the collegiate 
gina but offers little challenge. 
¥TRENGTHS: NCAA uses an improved 
Madden 97 engine, so the gameplay is 
fast, simple and fun. There are plenty of 
options, including the recruiting of fresh- 
men and the loss of seniors (to the pros) 
in the game's Dynasty Mode. You can 
progress through the season, check your 
ranking in the polls, and have your play- 
ers win various accolades. Many of the 
popular, brand-name bowls (Fiesta, Rose, 
etc.) are in the game, in addition to all of 
the thi bas seer 
| : Since NCAA Football 98 uses 
a Madden 97 
% engine, it inherits 
all its computer 
intelligence 
problems. Let’s 
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J.J. VR Football ’98 

NFL Quarterback Club ’98 Yes 
NCAA Football 98 No 
NCAA GameBreaker 98 No 


just say that most of your games will be 
high-scoring affairs with very few defen- 
sive stops. Next to Madden 98, this game 
looks old. 

WHAT’S NEW: This is the first 32-Bit college 
football game EA has made, and it’s a 
pretty good first effort. 

WHAT’S UNIQUE: You can save your grad- 
uating senior players onto a memory card, 
and bring them over to Madden NFL 98 and 
test them in the pros. This is a cool and 
innovative feature for hard-core players. 


J.J VR Football ’98 


“et Pa ae 


Yes 


Yes 


Yes 
No 
Yes 
No 


No 


Nice Play Editor, But That’s It 
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@& @ “Weak” 
Jimmy Johnson VR 
Football ’98 


PlayStation 

Publisher: Interplay 

Developer: Padded Cell 

Difficulty: Moderate 

IN A NUTSHELL: This is the worst football 
game of the bunch. Although not tremen- 
dously bad, it isn’t as superb as the coach 
whose name adorns it. 

STRENGTHS: The best feature in this title is 
the offensive play creator. Very few con- 
sole football games have one of these and 
other companies should take notice of this 
cool feature (see NCAA GameBreaker 98.) 
The only other cool thing is that there are 
(toggleable) red lines going across the 
field to show where the first down is. 
WEAKNESSES: The choppy graphics are so 
poor that they negatively affect the game- 
play. Players don't move well, and the 
animation is a major detriment to control- 
ling the players, especially when you want 
to pull off some moves and jukes. The 
“one-step” Play Call Screen is also very 
hard to read, and quite unattractive. After 
further review, I’m not sure if any of these 
are more annoying than the full-motion 
video sequences featuring an over-eager 
Coach Johnson. 

WHAT’S NEW: Although this is the first 
edition of J.) Football, plenty of companies 
such as Sega and Konami came very close 
to publishing it as their game. Interplay 
finally picked it up and released it under 
the VR label, which is an oxymoron since 
it's hardly 3-D. 

WHAT’S UNIQUE: This game offers a weird, 
fluorescent arc to show the trajectory of 
the ball before you throw it. Unfortunate- 
ly, it makes the screen too cluttered, and 
in Two-player it shows your opponent 
exactly where you re throwing. 
Fortunately, you can turn this crazy 

thing off. 
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The Best College Football Game 


@ @ @ @ ‘Very Good” 


NCAA GameBreaker 98 


PlayStation 

Publisher: Sony Computer Entertainment 
Developer: Sony Interactive Studios 
Difficulty: Moderate 

IN A NUTSHELL: This is basically NFL 
GameDay 98 with collegiate uniforms and 
a few (albeit great) new features. 
STRENGTHS: Without a doubt, the 
polygonal graphics are a great addition 
to the GameBreaker series. This edition 
shines because of its entertaining gameplay 
coupled with interesting options such as the 
create-a-play, adjustable CPU IQ and over 
112 regular and classic collegiate teams. It 
packs so many features, it has even more 
depth than its protege, GameDay 98. 
WEAKNESSES: The sloppy, hard-to- 
decipher play call screens leave a lot gg 
to be desired. It doesn’t even show 

the paths of the down linemen in 

the play diagram. Also, the Team 
Selection Screen suffers from 

useless comparison graphs that 

look like they belong ina 

stock market and unintuitive 

team selection procedures. 

Clearly, the development 

team tried to be sooriginal 

that they sacrificed practicali- 4 

ty in the process. Tsk, tsk. " 
WHAT’S NEW: Polygonal 

graphics, player fatigue, Total 

Control Passing and a fantasy 

league are new to the young 
GameBreaker series. In addi- 

tion, each team’s playbook 

can be customized as 

a running, passing or 

balanced attack. 

WHAT'S UNIQUE: This is 

the first college football 

game on a console 

system that has an 

offensive play editor. 
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“This is the first college football 
game on a console that has an 


offensive play editor.” 
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(1-900-773- “8439) 71.95/Minw 


ELECTRONIC 


GAMING 
—— MONTHLY 


Listen to the Q-Mann for the hottest news in the industry! 


REVIEW CREW 


EGM’s Review Crew cuts loose with their trademark 
no-holds-barred reviews! 


Be sure to get your 
parents’ permission to 


° Ee eC 


Tell us your reviews or strategies, then read ’em online— gp ae cg 
or maybe even in the next EGM and EGM’! 7 of age. Make sure you 
have a touch-tone phone. 
CO MI NG SOON - Messages subject to 
: change without notice. 
Be first to unearth the next big thing in EGM and EGM’! 3 __ Aservice of 
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The PlayStation 

Is Without A Doubt 
The Best Arena 

To Be In For 
Basketball Fans 


TO CONTRO 
URNING " BRD} BARROS 


HARDAWAY 10 CONTROL y ost “ee 


hen you look at the 

amount of quality 

basketball games out 

for each system, the 
lopsidedness of the situation is 
really unbelievable. 

In the N64’s case, it isn't as 
surprising, since it has holes all 
over its sports lineup. Soon, it looks 
like the basketball void will be 
filled by Z-Axis, EA, and Konami all 
of whom have basketball games 
slated for release early next year. 

The lack of good basketball 
games on the Saturn is even more 
annoying. EA’s Live 97 was much 
worse than the PS version, but 
luckily Sega's NBA Action 98 is a 
pretty good game. Hopefully EA’s 
upcoming NBA Live 98 will 
strengthen the lineup when it 
arrives in December. 

Sitting pretty is the PlayStation 
and its diverse library of quality 
basketball games. If you're a fan 
of the sport with little patience, 
that’s definitely the system for you. 


Nintendo 64 
Publisher: Midway 
Developer: Midway 
Difficulty: Moderate 

The Nintendo 64 conver- 
sion of this arcade-style basketball game 
is almost arcade perfect. 

Hang Time is maddeningly 
addictive, especially if you get two to 
four players involved. The gameplay is 
very simple to learn, and there's enough 
technique to make players keep coming 
back to learn the nuances of the game. 
The player creation utility is also very 
cool, and you can make basketball play- 
ers out of chickens or aliens if you wish. 
There are also plenty of hidden codes and 
tricks that can be input to unlock secret 

courts and other characters. Also, it 
is important to note that this fast- 
paced game is tailor made for the 
N64's cartridge format (no annoy- 
ing load times). 

There really aren't any 
weaknesses in the N64 version of 
Hang Time, unless you're looking for 
a true NBA simulation. 

This is essentially the 
sequel to the popular NBA Jam series 
with a couple new goodies such as 

double dunks. 
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NBA Hang 
Time is definitely its own 
brand of basketball. 
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PlayStation 
Publisher: Midway 
Developer: Midway 
Difficulty: Moderate 

The PlayStation version 
of NBA Hang Time captures the game's 
fast-paced gameplay, but is hampered 
by technical problems. Overall, the N64 
edition is much better. 

What that guy said on the 
review to the left—except Hang Time is 
NOT tailor made for a CD-ROM system. 
Just the opposite, actually. 

The PlayStation version of 
NBA Hang Time is primarily hurt by two 
things: slowdown and load times. NBA 
Hang Time is a fast-paced game that 
thrives on quick action and speed. Both 
of these negative factors are the antithe- 
sis of that, and as a result, they become 
very unwanted distractions to gameplay. 
As a minor nitpick, this version’s graphics 
aren't as sharp and are more pixelized 
than the N64’s Hang Time. Still, they are 
good enough. 

Again—what that guy said 
on the review to the left. He’s a good 
reviewer, that guy! All that needs to be 
added is that the PlayStation version 
brings new load times and slowdown to 
NBA Hang Time. 

Not this review, because 
it’s repeatedly pointing you to the review 
on the left! That’s a great review! 
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PlayStation 
Publisher: Konami 
Developer: Konami 
Difficulty: Moderate 

| This game seems like 
the probable offspring if NBA Live were 
mated with NBA Hang Time 

Pound for pound, this has the 

best player graphics of any basketball 
game, even edging out NBA Live 98. The 
post-up moves, dunks and lay-ups are 
exceptionally fast and realistic. Because 
ITZ 2 throws realism out the window, this is 
a good, mindless hoops game to play. 

Of course, the downside to 
having a mindless hoops game is that it is 
a horrible simulation. The ball physics on 
passes and some shots are wrong, and the 
players stand around and watch the guy 
with the ball instead of running plays and 
trying to get open. The gameplay on the 
court consists of giving the ball to a play- 
er, then him trying to beat his defender 
one-on-one. There is very little passing 
to find the open shot, or running of plays. 
As you might have guessed, there aren’t 
too many season features either. 

Better graphics, mostly. 

The weird ball physics 
are unique to this game, and actually to 
the planet Earth in general. 
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PlayStation 
Publisher: Sony Computer Entertainment 
Developer: Sony Interactive Studios 
Difficulty: Moderate 

Groundbreaking when it 
arrived a year ago, NBA Shoot Out ’97 is 
already beginning to show its age. 

Shoot Out ’97 was more spec- 
tacular when it was first released, but 
newer competing games have made it lose 
some of its luster. The graphics are above- 


average, and the gameplay is pretty good. 


There is a complete package of season and 
managerial features which complement 
the gameplay nicely. As a complete pack- 
age, NBA Shoot Out is topped only by NBA 
Live 97 and 98. Of course, Shoot Out ’98 
might have something to say about that 
when it’s released. 

The polygonal graphics 
could use some fine-tuning. The player 
control is a little stiff and the different 
player animations aren’t strung together 
as fluently as they could be. 

This game is old. As you 
might expect, a new version of Shoot Out 
is under development. See our preview of 
it in this book. 

Shoot Out '97 debuted 
the “Icon Passing,” which many sports 
games have since copied. 
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Saturn 
Publisher: Sega 
Developer: Sega 
Difficulty: Moderate 
Sega's NBA Action ’98 is a 
much improved title, and is easily the best 
basketball game on the Saturn. 
Although a little sluggish, 
NBA Action is still a fun basketball game. 
The computer is reasonably intelligent, 
and on the All-Star difficulty level, it will 
put up a good fight. Simulation junkies 
should be satisfied with NBA Action ’98’s 
depth. You can call different plays, and 
sift through plenty of stats. Additionally, 
during the action you can back into the 
paint and execute post-up moves (many 
basketball games don’t feature this). 
The moves and drives look very good on- 
screen because the player animations are 
the high point of NBA Action’s graphics— 
which brings us to the next category. 
Although well-animated, 
the graphics and sound need to be better, 
The crowd is almost non-existent, the 
whiny announcer sucks, and the player 
graphics look very grainy. 
Barkley and Shaq are in it. 
The player introductions 
in the beginning of the game are cool—for 
one time only. 
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NBA Live 9¢ 

PlayStation 

Publisher: Electronic Arts 

Developer: EA Sports 

Difficulty: Easy 

IN A NUTSHELL: re 
EA’s basketball game still stands head 
and shoulders atop the competition. 
Where do we begin? The 
atmosphere of NBA Live 98 is unparal- 
leled in basketball games—it really 
screams NBA Showtime. The players 
look excellent and the dunk animations 
and layups are superb. You just can’t 
beat this game when it comes to multi- 
player competition. 

AS it has been with just 
about every Live game, Live 98 is just 
way too easy in its One-player Mode. 
Case in point: | beat the Chicago Bulls 
with the Utah Jazz by a score of 95 to 63 
on the hardest setting (Superstar) with 
five-minute quarters. I’m sure Utah fans 
would think that makes NBA Live 98 a 
good NBA simulation, but not the rest of 
us. | REALLY wish EA would find some 
way to make the one-player competition 
harder. Also, a few of the animations 
are choppy, but fortunately not to the 
detriment of gameplay. 
The two-man TNT basket- 
ball broadcast team does radio style 
play-by-play during the game and it 
sounds great. 

WHATS UNIQUE: 
shootout competition from the NBA All- 
Star Break is in Live 98, and it’s really 
fun. About time someone included it. 
Money ball! 
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It’s Been A Long 


Wait, But Hockey 
Fans Are Finally 
Getting The Quality 
They Deserve 


he last couple of years 
have been tough ones 
for hockey fans, as few 
truly excellent games 
have been hitting the market. EA’s 
NHL 97 lacked the excitement that 
the old 16-Bit NHL games had, and 
most other games were lacking in 
either the Al department, the 
gameplay department or both. 
Fortunately, 1997 will be a year 
to remember for hockey fans, as 
there are not one, but two excel- 
lent titles on store shelves, and the 
biggest overall selection of hockey 
titles ever. Both EA’s NHL 98 and 
Virgin’s NHL Powerplay 98 are well 
worth checking out (we argue that 
NHL 98 is the best hockey game 
of all time), and there are several 
others arriving as well (featured in 
these pages), not to mention some 
new ones that didn’t make it 
before press time (like Midway's 
Olympic Hockey '98, for example). 
Read on to find 
out what's hot! 
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Wayne Gretzky's 3D 
Hockey ‘98 


Nintendo 64 
Publisher: Midway 
Developer: Atari Games 
Difficulty: Moderate 
IN A NUTSHELL: The same as last year’s 
Gretzky, but with full stat tracking, 
updated player rosters and, um, some 
pretty new colors. 
STRENGTHS: Well, Gretzky is an enor- 
mously fun game to play if you're into 
arcade-style sports games. The control is 
superb, the graphics are gorgeous, and 
the action is quick and exciting. Of 
course, full NHL and NHLPA licenses 
don’t hurt either. The game has a sur- 
prisingly good color commentator too. 
WEAKNESSES: Despite the addition of 
stat-tracking to the Simulation Mode, 

it still doesn’t quite cut it as a realistic, 


i serious hockey game. The Al isn't 
SRA 


very strong, and gameplay becomes 
repetitive rather quickly. 
WHAT’S NEW: Not much. Full stat 
tracking has been implemented, and 
player rosters have been updated to fit 
the new season, but otherwise, that’s it. 
WHAT’S UNIQUE: Compared to other 
N64 hockey games, just about every- 
thing! (Oh yeah, there aren’t any 
other N64 hockey games, are 
there...) 
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| ‘S) “Sucks” 


NHL Breakaway ‘98 


PlayStation 

Publisher: Acclaim 

Developer: Sculptured Software 
Difficulty: Moderate 

IN A NUTSHELL: Acclaim deserves credit 
for setting out to make a truly innova- 
tive hockey game, but the finished 
product leaves much to be desired. 
STRENGTHS: Umm. Well. Err... There are a 
whole host of options to choose from, 
such as five different speed settings, 
three different difficulty levels, Fire and 
Glow puck options and more. In addi- 
tion, there are several offensive and 
defensive strategy settings, as well as 
different Power Play and Penalty Kill 
options during play. Goalie Difficulty 
settings are a welcome feature. 
WEAKNESSES: Well, none of those 
strengths really make a difference when 
the gameplay isn’t there—and in this 
case, it’s nowhere to be found. Control is 
poor, the skaters move way too fast (the 
slowest speed setting still seems way too 
fast to be lifelike), and the crowd and 
atmosphere are totally unrealistic. 
WHAT’S NEW: Nothing. This is Acclaim 
Sports’ first hockey title. 

WHAT’S UNIQUE: “Momentum-based 
Checking,” “Intelligent Player Trades,” 
“Playbook-based Al” and more! Sadly, 
they forgot to make the game FUN. 
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NHL 98 


IN A NUTSHELL; 
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WHAT'S NEW: 


WHAT’S UNIQUE: 


HL Face Off 98 
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Didn’t Live Up To Its Potential 


Tole 


PlayStation 
Publisher: Sony 
Developer: Killer Game 
Difficulty: Moderate 
The third incarnation of 

Sony's popular PlayStation hockey series 
falls short—way short of its potential. 

Great attention to “the little 
things,” like obscure player animations, 
boards that wobble when you crash into 
them, goalies’ water bottles, etc. There’s a 
wide variety of play options and action 
that's just fast enough to keep this from 
dropping into the “Weak” category. 

Not enough attention to 
“the big things,” like Al, important player 
animations, sounds (the sound effects, or 
lack thereof, are unacceptable) and realis- 
tic gameplay. Example: your star player 
gets hammered for a multigame injury, 
yet miraculously, he gets up and skates 
off the ice like nothing happened. Is it 
important? Not really, but it exemplifies 
this game’s amazing lack of realism. After 
just a few games of Face Off, any hockey 
fan will tell you—this just doesn’t feel like 
real hockey. 

Polygonal players and a 
wide variety of shots and checks to utilize 
during play. Analog control is here, too. 

You can adjust the speed 
of the game from I-100, for a wide variety 
of play speeds. Once again, Sony’s popu- 
lar (and useful) Icon Passing system is 
included, for quick, easy 
passing. 
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Narrowly Edged Out By NHL 98 


PlayStation 
Publisher: Virgin 
Developer: Radical 
Difficulty: Moderate 
A great hockey game, 
second only to EA’s NHL 98 overall. 
Highly realistic gameplay, 
with computer players that move and 
react like real NHL players do. The sound 
effects and crowd are fantastic, and the 
graphics are certainly above-average. 
The game loads far too 
frequently (every time you access the 
options screen, for example), which is a 
bit annoying. More importantly, there’s 
not as much action in front of the net as 
there should be. Rebounds seem too few 
and far between to cause any real excite- 
ment there, but otherwise there’s really 
not much to complain about here. Well, 
except for the lack of an all-important 
“Classic” overhead 3/4 camera angle. 
While not exactly new, the 
improved control over last year’s version 
really pushes Powerplay to the next level. 
The game no longer feels sluggish and 
unresponsive as it did last year. 
It’s a rare 
treat to have a hockey 
game that’s not y 
only fun, but ; 
realistic as well. 
PP98 is just that. 


Not Bad, But Nothing Special 


O00 


Saturn 
Publisher: Sega 
Developer: Radical 
Difficulty: Easy 
Sega's latest effort to 
bring stability back to their NHL All-Star 
franchise is a definite improvement, but 
not quite as big an improvement as Saturn 
fans were hoping for. 
| Very nice graphics, decent 

gameplay and a wide variety of options 
and in-game strategies. Players act and 
react realistically during play. 

Slow-moving gameplay, 
terribly weak goalie Al and an overall lack 
of excitement on the ice. Its PlayStation 
counterpart (Powerplay 98, also developed 
by Radical) is a much better game overall. 

This is an entirely new game 
from the last All-Star Hockey, but if you 
compare it to last year’s NHL Powerplay 
'96 from Virgin, it’s more or less an 
enhanced upgrade of their well-rounded, 
popular original. 

This is most likely the last 
hockey game Sega will release for the 
struggling Saturn, so if you're a hockey 
fan and a Saturn owner, this is pretty 
much it for you (until EA’s NHL 98 arrives). 


NHL NHL Real Create 
FEATURES P Teams : Players: Arenas Players : Players : of Players: Teams 


NHL Face Off 98 Yes : Yes : Yes Yes Yes : Yes 1°8 Yes 


NHL Powerplay ’98 Yes | Yes : Yes Yes | Yes | 8 : Yes! No 


NHL Breakaway ’98 Yes: Yes: Yes Yes : Yes : 1-8 Yes : Yes 
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Nintendo 64 Racing 
Fans Languish 
While They Wait For 
The System’s First 
Great Driving Title 


he PlayStation and 
Saturn have their share 
of great racing games, 
but who will step up 
to the plate when it comes to the 
Nintendo 64? Ironically, the system 
seemingly most capable to power 
an awesome 3-D racing title still 
hasn't gotten its first “Great 
Racing Game.” 

While Top Gear Rally, Auto. 
Lamborghini and S.F. Rush are 
honorable attempts, all of them 
have lots of things to be desired. 

Is there any hope for a great N64 
racing title in the near future? 
Perhaps, in the future—literally. 

If you don’t mind the futuristic 
theme, F-Zero is sure to breathe 
some life into the genre, and 
Acclaim’s recently released 
Extreme-G is also quite impressive. 
Now that EA is actively making N64 
games, perhaps a stunning version 
of Andretti Racing or NASCAR will 
find its way onto the N64. There's 
help on the way—just be patient. 
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Nintendo 64 
Publisher: Titus 
Developer: Titus 
ca ot Moderate 

In a sea full of mediocre 
N64 racing games, this one stands out 
above the pack—but not by a whole lot. 
It S rata « a your, but it’s a weak four. 
TRE : Lamborghini provides 
aifierant aioe of—you guessed it— 
Lamborghinis in a simple, yet fun racing 
game. The four-player, split-screen 
Racing Mode works well, and doesn’t 
slow down the game too much. That 
feature is a good example of one of the 
mates of racing games on the N64. 
v ES There really isn't any 
heen element that makes this game 
shine. That’s why it’s just a good game, 
instead of a great one. The graphics and 
sound are good enough, but there's 
—- of room for improvement. 

. The Track-and-Fieldesque 
— slamming you must do to get 
your car in and out of the pitstop is 
amusing. What’s annoying is if you have 
a considerable lead, pitstop and get 
stack there because you're horrible at it. 

Vv The name! What is with 
that game name! | think I've had a plate 
of Automobili Lamborghini once at a 
fancy Italian restaurant. 
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Nintendo 64 

Publisher: Midway 

Developer: Boss Game Studios 
Difficulty: Moderate 


This is the best-looking 
sinters 64 racing game, but too many 
things keep it from being the best N64 
racer overall. 

The graphics in Top Gear 

Rally are absolutely gorgeous. There are 
plenty of different weather elements and 
detailed tracks to show off Top Gear's 
aesthetic prowess. The physics and car 
stil are also very realistic. 

| The game starts out real 
slow in the beginning because you can 
drive nothing else but slow cars. Once 
you progress further, faster cars become 
available. Also, Top Gear's racing con- 
cept is very annoying. You start out in 
20th place and have to work your way to 
number one. You never even see the cars 
in the beginning. Instead you go as fast 
as you can and hope that you pass 
everyone that never passed you before 
the finish line. Once you pass them you 
rarely see them again. This is about as 
unintense a racer as you'll find—yawn. 

| This is the only N64 

racer that allows you to use a built-in 
paint program to decorate your own Car, 
kinda like a virtual car body shop. Some 
of the decorations we put on our cars 
are unfortunately unfit for publication. 
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Autombili Lamborghini 
Multi Racing Champ. 
Top Gear Rally 

F-1 Pole Position 

san Francisco Rush. 
Porsche Challenge 
Formula 1: Champ. Ed. 
Test Drive 4, 

Test Drive: Off Ro 
Rage Racer 

Nascar 98 

Moto Racer GP 


VMX Racing 

Manx TT: Super Bike 
CART World Series 
Grand Tour Racing ’98 
Need For Speed: V-Rally 
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Nintendo 64 
Publisher: Midway 
Developer: Midway 
Difficulty: Moderate 
IN A NUTSHELL: Atari Games’ unique 
arcade racer is brought home by Midway 
to Troost on the Nintendo 64. 

ITHS: San Francisco Rush has some 
mgeniaus track designs that really add a 
lot of variety and depth to the game. Even 
better, Midway added new courses to the 
home version that aren’t in the arcade. All 
game companies should take note of that 
(especially Sega) when it comes to bring- 
ing over arcade racers to the console sys- 
tems. In addition to all of its courses, there 
is an incredible amount of secrets found in 
each one and some shortcuts that will 
shave precious seconds off of your lap 
time. The 3-D graphics are very good, 
especially inside the cities where numerous 
buildings, roads and overpasses make up 
the racing environment. Plenty of different 
cars are involved in the racing and when 
they are on screen, it makes for a fairly 
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intense racing environment. With the 
Death option (sound imposing?) turned 
on, yOu Can purposely cause your com- 
petitor’s vehicles to crash by bumping 
them into obstacles. This removes them 
from the race permanently. Of course, this 
goes both ways, and it would be unfortu- 
nate to lose a race you were winning 
Daralise min one unfortunate mishap. 
WEAKN ; S.F. Rush has the absolute 
WORST music | have heard in a Nintendo 
64 game. Most of it consists of a woman 
yodeling in the worst way imaginable. It is 
unfathomable what the developers of this 
game were thinking when they OK’d the 
use of this audible junk. Aside from audio 
there are plenty of gameplay problems. 
With S.F. Rush’s complex tracks comes a lot 
of unwarranted confusion. There isn’t 
enough warning to alert you when a turn 
is forthcoming (sometimes you can’t see 
them coming), and when there are forks 
and multiple paths in the road (that give 
you access to secret tracks), there isn’t 
anything to let you know which one is the 
course's main road. As a result, you end 
up getting lost, confused or killed while 
you're fumbling around to find the right 


as’ :Vehicl les Difficulty 
; : Sete : Settings 


way to go. After extended play, you'll 
undoubtedly learn your way around, but 
it’s a big hassle regardless. Also weird is 
the game’s physics. When your car goes 
over jumps it stays in the air too long, and 
floats on the way down. You also can’t 
powerslide around turns, which is a very 
as facet sh ir games. 

WHAT'S NEW: A bunch of new tracks and 
secrets are in 1 the home version. Midway 
should be applauded for adding so much 
to the re version. 

:: Shall we harp on it? Yes. 
The music is fie WORST on the N64. 


LAILIA'T? iiAl 
WHAT S UN 


F-1 Pole Position 


Multi-Racing Champ. 


57 


Lap Time 
Eves aa 


' YY 
| y 

|susp 

) 

1 


_Totat 


ad 
HPCOrEH 


Te Sethi 


1 UD Ken Zh 
iz 1. 
¢q9 H I+ 


Spectacularly Unspectacular Good For a Rental 
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F-1 Pole Position _ Multi-Racing a 
Nintendo 64 Championship cee 
Publisher: Ubi Soft | Nintendo 64 ' 
Developer: Human ' Publisher: Ocean 

Difficulty: Moderate - Developer: Genki ise cera thse ores 

IN A NUTSHELL: Ubi Soft’s realistic racing = Difficulty: Moderate The Best In Motorcycle Action 
game is the only licensed simulation on : IN A NUTSHELL: Multi-Racing | 

the Nintendo 64. Unfortunately for racing = Championship is basically a tame, watered- 

enthusiasts, it isn’t very good. : down Sega Rally. And as you might have 

STRENGTHS: The F-1 license will mean "guessed, this isn’t a good thing. 


something to racing fans, as this enables : §TRENGTHS: The game's biggest strength : 
this racer to have real vehicles, drivers : is its large variety of vehicles that range PlayStation 


and cars. Also, you can tweak the vehi- | from cars to souped-up trucks. The game's Publisher: Electronic Arts 
cle’s steering, suspension, transmission, tracks often consist of rugged off-road Developer: Delphine Software Int. 
brakes, wing and fuel load. Adjusting type surfaces, making the vehicle you Difficulty: Moderate 
these things can be very important, choose very important. When there are so few 
depending on which course you race, and : WEAKNESSES: Like most mediocre racers, motorcycle games on the market to 
what the weather is like during the race. "MRC has a small amount of courses—three choose from, it’s a good thing that a 
WEAKNESSES: The realism of F-1 is hurt to be exact. There really isn’t any excuse winner like this one exists. 
dearly by this game’s below-average - for this, and the only reason this is even Moto Racer’s arcade-style 
graphics and sound. With the 3-D power ' remotely palatable is because they include gameplay is addicting and fast paced. 
of the N64, there is little excuse for the ‘shortcuts that can be taken to improve There are tons of vehicles to choose 
lukewarm visuals that F-1 offers. Adding : your track time. One thing is certain: from, almost out of necessity. You see, 
more insult to injury is the fact that these 3 There should have been at LEAST as many Moto Racer includes both road racing 
rudimentary graphics also suffer from ' tracks as there are vehicles. Graphically, that requires super bikes, and dirt bike 
polygonal pop-up. The sound is just MRC is quite average. The tracks have just tracks that require totally different dirt 
as mundane as it consists mostly of » enough detail to make them presentable, bikes. All of the tracks are well-designed 
uninspired, droning car noises that do but there isn’t anything that stands out. and vividly detailed, making you want 
little to accentuate the action. As aresult, : But despite all of these shortcomings, to slow down a bit to take a quick gan- 
this isn’t a good game unless you're a this game will probably provide some der at the scenery. The game doesn’t 
die-hard racing fan who can stomach the =: enjoyment as a rental. take itself seriously, as some of the 
poor audio and video. '  WHAT’S NEW: This is Ocean’s first Nintendo tracks are absolutely wild. For example, 
WHAT’S NEW: There’s a driverinthe game =: 6, title. Shame they didn't make a more there’s one that you run ragged over 
named “Driver-X.” It would liven up F-lif =: inspired debut. called “The Great Wall.” Moto Racer 
he were related to Racer-X. '  WHAT’S UNIQUE: | don’t really like the also provides two-player competition, 
WHAT'S UNIQUE: This is the first Serious announcer’s “unique” voice. which is a must. 
racing simulation on Some of the 3-D graphics 
the N64. —- . pop-up, but it’s not a big problem. 
eg —— . UE: This is the 
first good, well-rounded motorbike 
simulation on any of the “next- 
generation” platforms. The 
Saturn’s Manx TT came very close, 
but just didn’t provide nearly 


+ enough bang for the buck. 
= - ; | Dirt bike and 
ogeay é —PEPS! street racing are both covered 
ne wr in this game. 
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Reviews 


PlayStation/Saturn 

Publisher: Electronic Arts 

Developer: EA Sports 

ct agli Moderate 

IN A NUTSHELL: Though it’s not a racing 
game that will please everyone, EA Sports 
has succeeded in creating the definitive 
NASCAR simulation. 

STRENGTHS: As always, EA has loaded their 
sports simulation with just about every 
imaginable license and feature. Plenty of 
different cars and drivers are in the game, 
along with 17 NASCAR tracks. Realism ina 
game like this is paramount, and fortu- 
nately, NASCAR 98 delivers. The vehicles in 
NASCAR look good and are meticulously 
detailed to the point that they have the 
same sponsors and colors as their real-life 
counterparts. During competition, the cars 
display visible damage (such as dents) on 
all sides of their body. Nothing is more fun 
than pancaking other cars into the wall 
and sl Ms ue results. 

WEAI : The Southern rock music in 
the game is amusing, and captures the 
atmosphere of the sport, but after awhile it 
gets very annoying. Fortunately, the music 
can be turned off. The sound effects are 
ats re ahaa. 
\A ay NE FW AKI iD UNIOU i 
mee nn NASCAR race, 
commentator Bob Jenkins 
gives you the lowdown 
of each track. You can’t 
stop Bob Jenkins, 
you can only hope 
to contain him. 
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PlayStation 
Publisher: Sony Computer Entertainment 
Developer: Sony Interactive Studios 
Difficulty: Moderate 

Sony's new racing game 
does justice to the recently founded CART 
World Series league. 

For a simulation this game is 
fast and intense. The graphics are very 
good, and there’s nothing more riveting 
than seeing your car’s tires and spoiler get 
torn off when your car gets hit. Plenty of 
stats, real drivers, vehicles and tracks are 
available to satisfy the hard-core racing 
fan, in addition to the ability to play 
grease-monkey with your vehicle. 

It's like an epidemic! Like 
sO many other racing games, the music in 
CART is repetitious and annoying. The 
graphics are good for the most part, 
but the changing textures on the roads 
as they draw in is a little distracting. 

The CART World Series is 
actually a new league, and thus so is 
everything concerning this game. 

The menus that consist 
of logos on a CART car is kinda cool. 
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PlayStation 
Publisher: Psygnosis 
Developer: Bizarre Creations 
Difficulty: Moderate 
LL: This incredibly deep racer 

provides one of the most diverse amounts 
of cars, locales and racing styles ever. 

| The graphics are top-notch 
and well represent the various locations 
on the globe. The gameplay is also good 
on some of the courses. 

| With so many different 

daisins styles (off-road, rally and sports 
car), it would have been a momentous 
task to make them all fun, but significant- 
ly different. Not surprisingly, there isn’t 
much of a difference between each style of 
racing. This seems to be because of poor, 
restrictive track design more than any- 
thing else. For example, driving off-road 
buggies doesn’t affect play much because 
the tracks are still as narrow and restrictive 
as they were for street cars. 

[AT'S NEW: The concept of this game. 
WHAT'S UNIQUE: The sheer scope of this 
racing game is a little overwhelming. 
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PlayStation 
Publisher: Psygnosis 
Developer: Bizarre Creations 
Difficulty: Moderate 

Psygnosis’ popular 
Formula | game is back sporting a variety 
of enhancements. 

This has everything you could 
possibly want in an F-1 game. Tons of cars, 
drivers and tracks complement an incredi- 
ble amount of options that drastically 
change the way a race is played. F-1's 
gameplay can be configured to play as 
either a simulation or just as an arcade 
racer. Both are fun to play, but gamers 
looking strictly for an action game would 
be better served elsewhere. The 3-D 
graphics are top-notch, and it is an 
impressive sight to see when a horde of 


F-1 cars are rounding the track. It’s even 
a little better when they wreck, causing 
the track to be littered with spoilers. 
Although it’s nice that they 
have been added, the car crashes aren t 
very spectacular. Also the announcer 
really gets on your nerves, is overly repeti- 
tive, and falls behind on his commentary. 
Psygnosis gave the fans 
what they wanted: car crashes. 
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PlayStation 
Publisher: Accolade 
Developer: Bulldog Syndicate 
Difficulty: Moderate 

The latest in the Test Drive 
series pits some of today’s supercars 
against the ones of yesterday. The 
problem is that Accolade didn’t make 
this racer as fun as it should have been. 

If you're a fan of classic 
and/or present sports cars, this game will 
probably score a little higher with you. Ten 
different real venricles are in the game that 
include the 1998 Corvette and Dodge 
Viper. The cars are all well-represented on 
the screen, in addition to the “innocent” 
traffic on the roads. A variety of Game 
Modes allow you to put your favorite car 
through the paces in different ways. 

The individuality of the real 
Cars was Test Drive’s claim to fame, but 
that is sorely missing in this game. Very 
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little information is included about the 
vehicles, and there aren't even any real 
car dashboards. Instead, Test Drive 4 just 
seems like any other average console 
racing game with the same generic driving 
interface. Also, the eluding of the traffic 
cops is very boring, and is not made 
nearly as fun as it surely could have been. 
Just imagine how interesting it could be to 
dodge a few police cars in your 300ZX. 
Test Drive 4 is still solid on a racing game's 
merits, but is a disappointing Test Drive 
game. 

This game has somehow 
managed to lose a lot of its character, 
although racing cars whose year numbers 
are 30 years apart is a good idea. 

Too much is new in the 
latest Test Drive series. So much has been 
changed that it doesn’t really resemble 
the types of cool things that made the old 
Test Drive so popular. 
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rest VU 
PlayStation 
Publisher: Accolade 
Developer: Elite 
wi Moderate 
An intriguing title that 
pits tough, name-brand vehicles such as 
the Hummer and Jeep Wrangler on tough 
off-road courses. Unfortunately, the 
game's horrible 3-D graphics make 
the game an exercise in frustration. 
Test-Drive: Off-Road has an 
impressive list of vehicles that appeals to 
the testosterone in most of us manly men. 
WEAKN ; Has aesthetics that appeal to 
none of us. The 3-D pop-up in this game is 
so bad that it turns navigating Off-Road’s 
courses into a probability game. You have 
to guess what's going to appear in your 
vehicle ahead of time to have any chance 
of winning. It’s so bad that you can’t see 
but a few feet in front of you: One second 
it looks like clear sailing, the next you 
have a row of ugly gray barrels ready to 
knock the hell out of your fancy Land 
Rover. Some of the courses suffer less than 
others, but it’s a problem throughout. 
WHAT'S NEW: This is a good concept to 
sivantiy the Test Drive license that was 
wining badly. 
PS UNIQUE: Music from the band 
Reaits Kills is featured in Test Drive 4. 
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PlayStation 
Publisher: Electronic Arts 
Developer: Infogrames 
Difficulty: Moderate 

The latest in the Need For 
Speed series of games is shockingly bad, 
and one of the worst racing games of 
the year. How did a quality company like 
EA let this game make it to market? 

The car models and tracks 
look alright, but when a game gets the 
“Sucks” rating, don’t expect this category 
to have a big word count. 

This game suffers from an 
absolutely horrible physics engine. When 
you hit a few bumps, this game seems to 
literally sweep your car off of its wheels 
and throw it down the track like a pair of 
dice on a craps table. The game looks like 
a cheap suit from the music to the menus 
and once you start trying to play it, it 
feels like one too. 

Introducing rally cars to the 
Need for Speed series of games doesn’t 
sound like a great idea, but the game 
should have never turned out this bad. 

The fancypants physics 
engine that drives this bad game is pretty 
darned unique. 


PlayStation 
Publisher: Sony Computer Entertainment 
Developer: Sony Computer Entertainment 
wo ipah Moderate 

| A NUTSHELL: Race several styles of 
Porsche cars in this suave racing game 
chock-full of attitude. 

The graphics are really 
gorgeous, especially the 3-D modeled 
Porsche cars. A lot of attention to detail 
went into re-creating those high-priced 
vehicles and it shows. The courses look 
almost as good. 

Porsche Challenge is fun for 

a little while until the novelty wears off. 
The races aren't very thrilling or intense, 
and the game got old real fast. The tracks 
look good, but the 3-D pop-up in the ter- 
rain is rampant. Fortunately, that blemish 
doesn’t hamper the gameplay very much. 

Vv: Racing different types of 
high-profile, name-brand cars isn’t a new 
game idea, but Porsche Challenge does it 
in a unique way. It doesn’t work as well as 
the developers wanted it to, but give 
them credit for trying something a little 
ey eramt from the norm. 

The small bits of 

fvalrous taunting between the drivers 
is amusing. The game also has some 
really funky music. 


PlayStation 
Publisher: Playmates 
Developer: Studio e 
Difficulty: Moderate 
It’s really sad that VMX 

Racing has nothing to show after its long 
development time, as it is truly a bad 
racing game. Dirtbike fans will either 
have to wait for another game, or play 
the dirtbike levels found in Moto Racer. 

The best thing about this dirt- 
bike game is its 3-D rendered full-motion- 
video sequences displayed at the Title 
Screen and before each race. Aside from 
the FMV, Tommy Tallerico’s rock-'n’-roll 
in-game music is the only salvagable 
thing in the game. Even that is remarkably 
average, compared to most games. 

This game makes the afore- 
mentioned Need For Speed: V-Rally look 
good. VMX Racing screams first-genera- 
tion PlayStation software, except it arrived 
a few years too late. The graphics are 
astoundingly low-color and lack any sort 
of depth. The 2-D scenery along the dirt 
track is really pathetic, consisting of 
things that include ducks drawn with only 
one color, poorly digitized people, a 
nuclear plant and lots of mobile homes. 
The 3-D motorbike and its driver (that you 
control) appear to be comprised of about 
io polygons, and it doesn’t look any better 
in motion. The gameplay is just as ill- 
conceived. Dirt bikes are supposed to be 
built for rough terrain, but the instant that 
you stray from the dirt path, your dirtbike 
wrecks, causing your driver to fall off via 
a short and jerky animation. 

This is the first version of 
VMX Racing, and hopefully the last. This 
game attempted to fill a niche void in 
the PlayStation sports lineup and did a 
miserable job trying to do it. 

This is the first dirt bike- 
only title for the PlayStation, although EA's 
Moto Racer has a few dirt tracks and bikes. 
And it’s also a much, much, much better 
game. If you want a dirt bike game, skip 
this, and be sure to get Moto Racer. You'll 
be glad you did. 
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PlayStation 
Publisher: Namco 
Developer: Namco 
Difficulty: Moderate 
A worthy sequel to Ridge 

Racer, Rage Racer is still one of the best 
PlayStation racing games. 

This is a beautiful game from 
start to finish. The gameplay is similar 
to Ridge Racer, but is now much more 
in-depth thanks to the addition of 
some new tracks and features. 

The only glaring weakness 
in this otherwise great racing game is the 
absence of a Two-player Mode. It’s almost 
blasphemous for any racing game not to 
have a Split-screen Two player Mode— 
especially a racing game that’s this good. 

There’s more tracks and a 
host of new cars you can purchase as you 
progress through the different classes. The 
graphics are also phenomenally improved 
over Ridge Racer. | guess them boys at 
Namco have learned a few new things 
since the first PS racing game. 

The vehicle Body Shop is 
something cool to fiddle with. It allows 
you to change your car’s colors and its 
hood design via a simple paint program. 
Nothing is better than writing very colorful 
expletives on your car hood—|'m pretty 
sure that it intimidates the other drivers. 
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Saturn 
Publisher: Sega 
Developer: Sega 
Difficulty: Moderate 
A direct port of Sega's 

premier motorbike racing game. A near- 
perfect arcade version, but the game's 
depth is a little thin. 

Like any good racing game, 
Manx TT thrives on good gameplay. With 
the analog pad, control is silky-smooth 
and the graphics and frame rate are 
top-notch. The all-new Saturn Mode 
includes mirrored versions of the original 
two tracks and a host of new bikes to 
choose from. Then you've got the Split- 
screen Two-player Mode and a nice Ghost 
Mode that allows you to try to beat your 
best time against a duplicate of yourself 
from the last time you ran the particular 
track. Finally, there’s a minimal amount 
of graphic pop-up 

The lack of tracks severely 
hurts this otherwise solid title. 

New mirrored tracks, new 
bikes, new play modes and best of all— 
sheep! Check out our Codes section for the 
scoop on how to get the sheep. I. 

Manx, while somewhat 
shallow in depth, is still at the top of a 
very small heap. 
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Editors’ 


B 98 
PlayStation 


Publisher: Sony Computer Entertainment 
se sl Sony Interactive Studios 
t 


Difficulty: Moderate 

IN A NUTSHELL: Sony’s 3-D baseball game strikes the 
best balance between gameplay and realism. 
STRENGTHS: Sony took the best elements from good and 
bad baseball games and put them into the melting pot 
known as MLB 98. Although there isn’t a whole lot of 
originality in this title, this is a very fun game to play. 
MLB easily has the best graphics in a baseball game as its 
players not only look the best, but they move very well 
too (and at a great frame-rate). Die-hard fans will also 
be pleased with the extensive amount of features topped 
only by EA’s Triple Play 98. 

WEAKNESSES: There are some lapses in realism. For 
example, some rare situations happen too often such as 
getting thrown out at first on a shallow base hit into the 
outfield. Also, some bugs in the game occasionally wreak 
havoc in the game’s statistical tracking—which is lame. 
WHAT'S NEW: This follows up Sony’s disappointing MLB 
Pennant Race, which they'd just assume forget. With the 
new name, comes, well...just about new everything. 
WHAT’S UNIQUE: It’s way too easy to jump up at the 
warning track and steal home runs. Yankees fans don’t 
seem to mind home runs getting stolen, though. 


How The Features Stack Le 


Vv GAMES 


MLB : MLBA : 
FEATURES P Teams : _ Oyen: Stadiums: 


MLB ’98 
Triple Play 98 
World Series Baseball ’98 Yes 
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There’s A Lot Of 
Great Baseball 
Games, But No 
Outstanding Ones 


ately,the situation 

has gotten a lot better 

for baseball gamers 

because more quality 
baseball titles have been coming 
out for the 32-Bit systems. 

The recent arrival of MLB 98 and 
W.S. Baseball 98 has finally provid- 
ed some very good baseball games 
for the PlayStation and the Saturn 
(respectively). Although these titles 
are strong, they do have some 
easily correctable shortcomings 
and seem to lack the polish that 
makes the great games into the 
truly outstanding ones. 

With this in mind, it would seem 
that the stage is set for an incredi- 
ble year for baseball games when 
the ’99 editions arrive. Now, if only 
an N64 baseball game would come 
out. After all, the system's con- 
trollers are tailor-made for a base- 
ball game because they have those 
yellow camera buttons in the shape 
of a baseball diamond! 


Real :Home Run: Variable : Full 
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Triple Play 98 


PlayStation 
Publisher: Electronic Arts 
Developer: EA Canada (EA Sports) 
Difficulty: Moderate 
IN A NUTSHELL: Triple Play 98 delivers 
everything a baseball fan could want, 
except for the mediocre gameplay. 
STRENGTHS: No baseball game matches 
the presentation, features and statistics in 
Triple Play 98. The amount of detail is 
simply amazing. From the stadium fly- 
bys that open a game to the two-man 
audio commentary, this baseball game is 
a slick package from start to finish. 
WEAKNESSES: Unfortunately, Triple Play's 
gameplay is slow and choppy. Baseball is 
inherently a slow game—it doesn’t need a 
video game to make it seem more 
sluggish. The player animation is 


choppy, and it’s at its worse during 
the batting screen when the frame- 
rate plummets. 
WHAT’S NEW: Triple Play 98's graph- 
ics are upgraded significantly over 
last year’s 2-D game. 
WHAT’S UNIQUE: The two-man 
commentary by the color commentary 
is innovative. The announcers have 
interesting things to say, and their 
commentary isn't ruined by 
glitches. Can you believe 
there’s baseball trivia too? 


: Trade. : ee ee ees ony 
Derby ak : Season : tapas 


: Players : of PI aes : Game 
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World Series 
Baseball ‘98 


Saturn 

Publisher: Sega 

Developer: Sega 

Difficulty: Moderate 

IN A NUTSHELL: As usual, the latest 
edition of World Series Baseball is the 
best baseball game on the Saturn. 
STRENGTHS: Just like its predecessors, 
World Series Baseball '98 has rock-solid 
arcade-style gameplay. This one has the 
most depth of any of the series, which is 
no surprise since they've been beefing 
up the series a little more each year. This 
year’s version also got a 3-D makeover 
that includes well-detailed and smooth- 
ly animated players, for the most part. 
WEAKNESSES: No matter how many 
features and statistics Sega puts into 
the game, it still doesn’t play or feel like 
a simulation. The menus and statistic 
databases could use a little work. Also, 
the commentary and play-by-play 
suffers from some bad transitions, often 
resulting in the voice getting cut off. 
WHAT’S NEW: This formerly 2-D series of 
games is now in 3-D, while still retaining 
all of the great gameplay that made it so 
popular—a great transition. 

WHAT’S UNIQUE: The pitch chart 
displayed during the batter/pitcher 
screen is a handy tool. 
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There Has 

Yet To Be A Great 
Golf Game On A 
Console System 


fter years of waiting, 
no company has 
stepped forward to 
deliver a great 32- 
or 64-Bit console golf game. It 
almost seems like golf gamers are 
being forced to seek refuge in 
playing PC golf simulations, 
which are exponentially better. 


This situation is very surprising, 


given the resources of the compa- 
nies who have failed attempts. 
EA’s PGA Tour Golf is license- 
heavy, but fails in many ways 
including horrendous loading 
times to poor graphics. On the 
other hand, the more competent 
VR Golf is fast and fun to play, 
but has very few courses and no 
licenses. It’s a no-win situation. 

Hopefully, a developer or 
company will decide to put some 
hard effort into delivering a great 
product. Unfortunately, it hasn't 
happened yet. 
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Shot 


PlayStation 
Publisher: Electronic Arts 
Developer: EA Sports 
se re aioe etate 

NUTS ; There is little improve- 
ment in as same stagnant golf engine 
EA has employed for the last few years. 
STRENGTHS: The title of this game 
describes its strongest feature. It has the 
PGA license, and thus includes many pro 
golfers and five pro courses. 

Where do we begin? The 
graphics are horrible. EA needs to realize 
that the messy sprite-based graphics in 
their golf games just don't cut it, espe- 
cially when they preclude your ability to 
have follow-the-ball cameras, or to 
quickly view the shot from many direc- 
tions on the fly. The ball-striking inter- 
face is below par, but they did include 
two different swing meters. Sadly, both 
are pathetic. The swing meter in golf 
games is inherently flawed, but the best 
ones allow you some semblance of con- 
trol of the shot. PGA Tour's does not. Too 
many easy shots become errant ones 
simply because of the swing meter. The 
worst problem is beyond bad load 
times. Not only do you have to wait 
upward of 15 seconds for a hole to load, 
but you have to wait nearly five seconds 
from the time you finish using the swing 
meter for the on-screen player to 
Sy into action. 
NHAT There are now five 
licensed courses s instead of two. 

VHA : One of the “no name” 


adler looks css like Tiger 
Woods. Hmmm... 


Choice 


PlayStation/Saturn 
Publisher: Interplay 
Developer: Gremlin 
sal aus Moderate 
A year after its initial 

shaciee VR Golf 96 is still the best 
console golf game available. 
~The game is user-friendly, 
allowing anyone to jump in for a round. 
The graphics are better than any other 
console golf game, and VR Golf allows 
for many interesting views of the ball 
while it’s in flight. There’s plenty of 
different game modes such as 
Foursome, Skins or Four Ball Mode 
ira keep things interesting. 

A woeful lack of licenses 
which translates to no real golfers or 
courses. Even worse, there’s only two 
different courses. The game could also 
use some Serie improvement. 


This is a promising start 
to o interplay’ s new golf series. 
~The multiple camera 


siiglee—boih sane the shot and dur- 
ing—are better than any other console 
golf game. After you experience this, 
you will never go back to the old static, 
stand-in-place-and-pray method. 


How: The Features Stack Up 
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PGA Tour Golf 98 5 
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How The ieanures slack Up 


League: Season : 
FEATURES P Play : Stats 


v GAMES 
1.8. Soccer 64 
FIFA: RIWC 98 
GoalStorm ’97 
World Wide Soccer ’98 


If You're A Casual 


Or Hard-Core Soccer 


Fan, You Should Be 
Happy As Hell 


ecause soccer is such 
an international sport, 
many companies are 
willing to pool more 
resources into their soccer games 
because the potential of sales is so 
much higher. As a result, every 
console platform has at LEAST one 
great soccer game, if not more. 
Because this international 
market is so lucrative, companies 
are continually trying to up one 
another to get a bigger chunk of 
the pie, thus rewarding gamers 
with bigger and better games. 
When Konami's critically 
acclaimed ISS 64 made EA’s first 
N64 FIFA game look silly, EA 
responded with an incredible 98 
edition. Although FIFA 98 is not 
yet ready for the PlayStation, 
hopefully some of the N64's FIFA 
98 brilliance will rub off onto that 
version. It’s a vicious cycle that 
usually benefits us all in the end. 


; Stadiums | 
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FIFA: RIWC 98 
I 


On The Road To Redemption 
YY SY WH “Awesome” 


FIFA: Road To World 
Cup 98 


Nintendo 64 

Publisher: Electronic Arts 

Developer: EA Sports 

Difficulty: Moderate 

IN A NUTSHELL: FIFA 64 was horrible, but 
this one is excellent because EA found 
the problems and rooted them out. As a 
result, this title might be better named 
FIFA: Road to Redemption 98. 
STRENGTHS: This is the only soccer game 
with a FIFA license, and EA has taken full 
advantage of that—the amount of teams 
in the game is mind-boggling. The 
graphics are gorgeous, and in some 
ways surpass ISS 64. Unlike the previous 
FIFA, the animation on the tons of player 
moves is smooth and fast, and the game 
plays at a brisk rate. The atmosphere of 
the stadiums is superb and the game is 
loaded with features. Great job, EA. 
WEAKNESSES: Nothing glaring except 
that you have to buy the second game in 
the series to actually win the World Cup 
(in this one, you’re trying to make one 
of the 30 slots for the finals). 

WHAT’S NEW: This is a new beginning 
for the FIFA N64 series of games. Let's 
hope they keep up the good work. 
WHAT’S UNIQUE: Music from the band 
Blur can be found in the game. Also, you 
can sell players for cash! Cha-ching|! 


, Oe Create : Number : 
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Goal Storm ’97 


Best PlayStation Soccer Game 


8S BS SB & “Awesome” 


Goal Storm ’97 


PlayStation 

Publisher: Konami 

Developer: Konami 

Difficulty: Hard 

IN A NUTSHELL: Coal Storm ‘97 has an 
intricate blend of realism and solid 
gameplay. It’s also an incredibly 
challenging soccer game that may 
intimidate novice players, but is well 
worth the time that it'll take to learn it. 
STRENGTHS: Often, soccer games 
becoming boring when they try to 
accurately re-create the sport. This is not 
the case here. Goal Storm '97 looks and 
plays excellently, and is sadly the only 
good soccer game on the PlayStation. 
WEAKNESSES: It’s ironic that this game 
plays so well as a simulation, but skimps 
on the features and options. The omis- 
sion of a Four-player Mode ranks highly 
as one of the requisite options that most 
definitely should have been included. 
WHAT’S NEW: The first Goal Storm was 
pretty bad, and may have turned people 
off to the series. | urge PlayStation 
soccer fans to definitely give the series 
another chance because Goal Storm 

'97 is so much more improved, that 

it’s practically brand-new. 

WHAT’S UNIQUE: This is the only good 
soccer game on the PlayStation. None of 
the others are worth playing. How sad. 
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24th Best Game Of All Time 
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Nintendo 6, 
Publisher: Konami 
Developer: Konami 
Difficulty: Moderate 
The best soccer games 
_ ever. Need we say more. 

1.S.S. 64 is just incredibly 
fun. It’s hard to imagine a soccer game 
that could possibly play any better. The 
player animation is excellent: They turn 
their heads to follow the ball, their foot- 
work is meticulously re-created, goalies 
leap with abandon, and goal celebra- 
tions are humorously fun to watch. 
While not as deep as FIFA, I.$.S. provides 
the features you need, and then some. 
There are five stadiums, variable weath- 
er and even selectable referees that call 
the game differently. The practice 
options are useful, and there’s a variety 
of management features. 

Without a doubt, this 
game would be even better (fathom 
that), if it had some licenses and real 
players attached to it. EA is great at 
adding all of the extras that round out 
a great sports game, and it would be 
interesting to see if Konami could ever 
find it in themselves to do the same. 

This is the first of the 1.S.S 
games on the N64, and hopefully it 
won t be the last. It will be interesting 
to see what the next edition of the game 
has in store for us. 

| This is the only soccer 
game to make it onto FGM'’s 100 Top 
Games Of All Time list. 


Worldwide ’98 


Worldwide 
Soccer ’98 


Saturn 

Publisher: Sega 

Developer: Sega 

Difficulty: Moderate 

IN A NUTSHELL: The best 

soccer series on the Saturn 

continues to get stronger. 

STRENGTHS: Worldwide 

Soccer is a very easy game 

to jump in, play and have 

some idea of what the heck 

you're doing. That sort of 

intuitiveness has always made 

the Worldwide Soccer series an 

enjoyable set of games, especially 

to casual sports gamers. The 3-D 
graphics are some of—if not THE 
best—seen in a Sega sports game. 

They are incredibly fast, fluent and 
smooth as the players execute any of 
their wide repertoire of moves that 
consist of bicycle kicks, headers and 
things of that sort. 

WEAKNESSES: The flip side of an 
easy-to-learn game like this is ' 
that some realism is bound to be + 
sacrificed. Although the artificial 
intelligence has been improved, 

and there are five skill levels, 

Worldwide Soccer still plays much 

more like an arcade-style game. Despite 
that focus, there is sill enough realism 

to make hardcore soccer nuts happy. 
WHAT’S NEW: Improved graphics and 
better Al are the new highlights, but you 
can now also play in the French and 
Spanish soccer leagues. 

WHAT'S UNIQUE: You can save up to five 
different goal-scoring replays, creating 
your own, personal highlight reel. 
Chances are it probably won’t be seen on 
ESPN2 (although it would be much more 
entertaining than some sports shown on 
that channel). More importantly, the pre- 
vious version of this game ranked 74th on 
EGM’s recent Top 100 List. That accolade 
should provide some additional insight to 
the Saturn’s best soccer game. 
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Sony Dual Analog Pad 
dood = 


It looks like a slightly oversized controller with eye stalks—but they’re actually analog joysticks. Sadly, 
this well-designed peripheral suffers on two fronts. First, it lacks the vibration feature available in the 
Japanese model (which has reportedly been upgraded to double its vibration output). This makes 
games such as Rally Cross—one of the first U.S. games to support this pad—a tad less exciting. Second, 
outside of driving games, few developers have taken advantage of analog other than Sony, which uses 
it in Cool Boarders 2, NHL Face Off 98 and both of its football titles. Otherwise, the pad works great. 


Hot Wheels Racing Wheel 
Ltd sab 


Not only is it one of the more responsive wheels-plus-pedals on the market (it registers movement from 
the wheel as small as 1.1 degrees, its makers say), but it works with all three systems to boot. A chip in 
the wheel automatically reads what console it’s plugged into, and configures the wheel accordingly. 
The wheel offers Digital and Analog Modes—a big plus—plus it’s very easy to configure the pedals. 

A side note: Make sure to get the optional pro pedals with this wheel. The pedals cost an extra $20, 

but they have heavy-duty springs and a very realistic feel; hands-down the best pedals on the market. 


Sega Saturn 3D Control Pad 
4444 a 


While Sega first touted this controller for 3-D games such as NiGHTS, the analog thumb pad is just 

as effective in Sega’s top-notch racers such as Manx TT SuperBike and Touring Car Championship. 

The Analog Mode is also compatible with NHL All-Star Hockey ’98. It’s too bad that more Saturn sports 
games (notably Worldwide Soccer '98) don’t support analog, but the pad has a switch from Analog 
to Digital (you use a separate directional pad) so it works with all other games. The pad is a little on 
the large size, but it has comfortable grips underneath and a nicely crafted button layout. 


Analog Steering Wheel for Nintendo 64 
+ &S a 


You're probably familiar with this wheel if you've tried the PlayStation model, but the N64 version has 
some compelling new features. First, it’s the first N64 wheel on the market to incorporate a built-in 
“Force Pak” in the wheel itself. It’s compatible with games that support the Rumble Pak. Granted, the 
vibration effect may be cheesy, but it’s a feature not yet found in other wheels to date. The peripheral 
features a surprisingly useful stick shift, a sturdy wheel that turns 270 degrees and an easy-to-find 
digital/analog switch. It also comes with a set of pedals—not outstanding but adequate. 


V3 Racing Wheel 
ay & & ite 


This analog/digital wheel offers several definite advantages: a wheel that turns 300 degrees, a steering 
column that adjusts for tilt and height, analog foot pedals and a base that works on either a table or 
underneath your lap. In addition, the V3 boasts one of the easiest button configuration systems 
around—and those settings are saved in memory after the console’s turned off. While the wheel is 
available for either PlayStation or Nintendo 64, it has no multisystem plug—making it less of a value 
as it could’ve been. While the steering column is built solidly, the pedals are average in performance. 


PlayStation 


VAYBOOK( 


Track And Car Bonuses And Some New Views 


F-1; CHAMPIONSHIP EDITION 


Use the following codes at the 
Edit Driver Name Screen. 
VIRTUALLY VIRTUAL - Virtual 
reality-style graphics. 

SWAP SHOP - Background 
music and new sound effects. 
LITTLE WEELZ - Overinflated 
pregnant tires. 

PI! MAN - WipeOut XL Mode. 
ZOOM LENSE - Helicopter view- 
point. Not very useful to race 
with but gives a good overall 
view of the track. 

BOX CHATTER - Murray and 
Martin sprite commentators. 
BILLY BONUS - Opens up four 
extra tracks, including a cool 


1960s track that features period 


PlayStation 
Bonus Vehicles Galore 


NEED FOR SPEED 2 


On the Main Menu Screen, 


highlight the options and enter 


it. Then move down and high- 
light and enter the Password 
Option with the following: 
LILZIP -Bonus car: Ford Indigo 
SHOTME Bonus track: Monlithic 
Studios 

POWRUP -Pioneer engines; 
Faster acceleration for all cars. 
If you want to use a secret car 
password in Two-player Mode, 
simply replace the password 
ME with U for the second. 
ARMYME -Army truck 

BUSME -Yellow school bus 
BEETME -Car with sunroof 
BMRME -BMW 

BNZME -Mercedes-Benz 
BUGME -Volkswagen Bug 
CITME -Citrogen 

JEPME -Comanche Pick-up 


ideo Games 


cars and track-side atmos- 
phere. It’s even complete with 
a grainy black-and-white film 
motif to complete the effect 
SWINGING SIXTIES - 1960s 
racing Cars. 

CATS DOGS - Frogs instead of 
raindrops. Watch the track get 
slick with frog entrails. 


LCME -Landcruiser 


LIMOME -White limousine 
MAZME -Mazda Miata 
QUATME -Audi Quattro 
SEMIME -Semi-Truck Cab 
VANME -Combi minivan 
VOVME -Volvo stationwagon 
YJME -jeep Renegade/Wrang. 
CRATME -Brown wooden crate 
LOGME -Long wooden log 
OUTHME -Outhouse 

STDAME -Souvenir stand 
TREXME -T-Rex 


PlayStation 
Groovy Tricks 


CART WORLD 
SERIES 


To access these far-out tricks 


for CART World Series start a 


new season using the following 


codes for the driver’s name. 


(Note: A new season must be 


started for each trick. ) 
Three-fourths gravity - 
FEATHER 

Half gravity - 

FLOAT 

Slightly heavier gravity - 


RADBRAD 

No collision of cars - 
BANZAI 

Wheels only - 
WHEELS 


Fat tires - 

FAT TIRES 

Win season - 

WTFIN 

Invincible in Sim Mode - 
IMMORTAL 

Two-lap race season - 

GEK 

Buttons on the dual analog - 
PUSHBUTT 

Set the number of cars - 
MAXCARS + a letter A, B, etc. 
Sunset tracks - 

SUNNYSKY 

Night tracks - 

NIGHTRID 

Space tracks - 

SPACERID 


PERFORMANCE 


From the Primary Selection 
Screen, choose one-player 
race. On the next screen, 
highlight and choose the “Car 
Select” Option. On the Garage 
Select Screen, highlight garage 
A, hold down Li and press 
Circle. Next, highlight garage 
B, hold Li and press the circle 
button. Then highlight garage 
C, hold down Li+R2 and press 
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Circle. This makes you go back 
into the Car Select Option. Go 
back into the Garage Select 
and you will see a new option 
under garage D. Look inside 
garage D for three new cars to 
choose from. Also, highlight 
and access the new special 
option to see the new vehicles 
in the back of the garages. You 
can choose to race with a bus, 
semi-truck, Ferrari or a motor 
scooter. Choose any of the 
vehicles to make it an interest- 
ing race! Take the scooter for 
the Peewee Herman experience. 


Soccer Ball Trick 

Go into the course editor. 
While holding the X button, 
press Triangle to make your 
cone white. Place the white 
cone on the course. Repeat 
as necessary, depending on 
how many cones you have 
left in your inventory. Now 
choose your car and start 
the race. The white cones 
will have tumed into soccer 
balls, which you can run 
into with your car for a 
cheap thrill. 


PlayStation 
Extra Teams And Stadiums 


MADDEN NEL 98 


Extra Teams: 

At the Team Selection Screen 
hold Li and L2 while tapping 
% 


More Extra Teams: 

Enter these names in the 
Create Player Menu, it 
doesn't matter what kind of 
player you create, it’s the 
name that counts. All of the 
teams are pretty juiced up 
in the statistic department. 


stadiums left behind by 
recently relocated teams. 
Astrodome (Old Oilers) - 
JETSONS 

Cleveland Browns stadium - 


EA Sports team - ORRS 
HEROES 

Tiburon team - LOIN CLOTH 
All Time Leaders - LEADERS 
All Time - Madden COACH 
All ‘60s team - PAC ATTACK 
All '7os team - STEELCURTAIN 
All ’80s team - GOLD RUSH 


Secret Stadiums. 

Enter these names in the 
create player menu to play 
in some cool stadiums. Most 
of them are comprised of 


DAWGPOUND 

Old Oakland stadium - 
SNAKE 

Old Tampa Bay stadium - 
BIG SOMBRERO 

Old Miami Dolphins stadium 
DANDAMAN 

RFK Stadium (Old Redskins) 
OLDDC 
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Nintendo 64 
Various Car Colors 


TOP GEAR RALLY 


To get the mirror cars you have 
to finish the fifth year (all six 
seasons), and a new “Easter 
egg’ will allow you to change 
your textures to “mirror.” 
Simply click the lower C 
button when you're on the Car 
Selection Screen, and you 

can race as a chromed car. 


Col Boy as 


pad. Pressing Up will change 
the color to white, pressing 
Down will change the color 

to black. After you have done 
that, you will have the choice 
of changing the cars to differ- 
ent colors by holding down 
the right and left shoulder 
buttons. Fancy stuff, eh? 


Car Color Changes 

You can easily change the 
color of your car before you 
select it. Simply hold down the 
right and left shoulder buttons 
and all four C buttons at the 
same time and press either Up 
or Down on the directional 


NCAA Football 98 


Special Codes: Enter these at 
the User Entry Screen: 


COOLSITE - Two new stadiums 
ELECTRICH - Electric football 
SEE FMV - Adds FMV menu 
option to Main Menu. 

WHOLE POLL - The Top EA 25 
now shows all team rankings. 


JEXLAD - ’73 Alabama 
OEDYI} - 78 Alabama 
WHVCIR - ’89 Alabama 
ZDDJOT - ‘92 Alabama 
CEVHETS - ’89 Colorado 
VEWO] - '96 Florida 
MYLQLOH - °93 Florida State 
RCIXRE - ‘96 Florida State 
ZOWS - ‘82 Georgia 
EIWQOH - '83 Miami 
WEVKIM - '87 Miami 

WMIX} - ’89 Miami 
WYGGKEP - ’91 Miami 
ANOYSA] - ‘94 Miami 
BSEPMAj - '65 Michigan State 
KCIZRE - '91 Michigan 

IGSI - °83 Nebraska 
EGAXRIM - '91 Nebraska 
SNXAI - '93 Nebraska 
BNOYD - '94 Nebraska 
JNIVED - '73 Notre Dame 
REGRZO} - ‘88 Notre Dame 
AGIG - '79 Ohio State 
HTOYOMS - '85 Oklahoma 
RSGPC - '94 Oregon 

IEEIH - '78 Penn State 

CCHN - 82 Penn State 

HREG - ’85 Penn State 

AERE - '86 Penn State 

DTEL - ’94 Penn State 

LMTE - '65 UCLA 

EERC - 68 USC 

TSTRAAYI - '91 Washington 
TIBURON - Tiburon’s incredibly 
strong team 

WREHSTAEH - '86 Miami 
SHORT QUART - is-sec. qtrs. 


NEW STADIUM - In Exhibition 
Mode you can choose which 
stadium to play in. On the 
Stadium Select Screen hold 
down L2 and R2 for random 
select. If you do it a couple 
times you should land a few 
new stadiums which appear 
after Wyoming's stadium. 
The stadiums include an 

EA stadium and a Tiburon 
stadium. 
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PlayStation 
A Comprehensive Code List 


NFL GAMEDAY 98 


PlayStation 
Special Players 
NHL 


NCAA GameBreaker ’97 


At the Main Menu, hit Li, Ri, L2, 


R2 in succession, then enter 
any of these tricks at the new 
Easter Egg Screen. 

Big Arm: QB has strong arm. 
Little Arm: QB has weak arm. 
Cannon: QB has great arm. 
Big Foot: Kicker has strong leg. 
Little Foot: Kicker has weak leg. 
Thunder Foot: You'll see. 
Helium Hang: Good hang time. 
Blocking Up: Offensive line 
blocks better. 

Blocking Down: Offensive line 
blocks worse. 

Hands: WRs have better hands. 
Jukes: WRs/RBs cut quicker. 
Flash: Speed boost. 

Circus: Flip WR flips in air. 
Long Dives: Longer dives. 
Tackles: Better tackling. 

Rock Em: Harder hits. 
Interceptions: More Ints. 
Fumbles: More fumbles. 

Swim Up: DLs swim better. 
Swim Down: DLs swim worse. 
Slow CPU: CPU plays slower, 
Tight Cover: Secondary covers 
the WRs better. 

Loose Cover: Secondary covers 
the WRs lighter. 

Giants: All players are tall. 
Midgets: All players are short. 
Big Ref: The ref is BIG. 

Big GB: Gamebreakers are big. 
Tiny GB: Gamebreakers small. 
Healthy: All your players 
remain healthy. 


Amazons: Cheerleaders are big. 


Lights Out: Makes stadium 
dark only during night games. 
Fast Clock: Clock moves quicker. 
Slow Clock: Clock moves slower. 
Politics: No penalties on team. 
Super Stiff: Stiff arm is better. 
Tasmanian: Spin moves 
become greatly exaggerated. 
Hurricane: More rain. 

Blizzard: More snow. 

Tornado: More wind. 

Platinum: Players are platinum. 
Gold: Players are gold. 

Silver: Players are silver. 
Bronze: Players are bronze. 
Copper: Players are copper. 
Phantoms: Players are black. 


Unknown Results: 
Strap it Up, Hammer, Angry 
CPU, Cruel CPU 


GameDay 98 Cheat Mode: 
Press Li + L2 + Rit R2 at the 
Main Menu. Enter one of the 
following passwords at the 
Easter Egg Menu: 

AIR ATTACK - QB throws more 
accurately 

QUIET CROWD - Quiet fans 

CPU DEFENSE - Better computer 
defense 

CPU OFFENSE - Better computer 
offense 

BETTIS - Makes the home crowd 


cheer for you no matter where 
you are if you’re the Pittsburgh 
Steelers. 

BIG FOOT - Make longer field 
hoals—be a hero! 

BLIND REF - Less penalties 

BUSY REF - More penalties 
CREDITS - View credits 
CRUNCHY - Unknown 


Nintendo 64 
Player Variations 


DEEP GRAY - Unknown 
EQUAL TEAMS - Equal teams 
FIRE DRILL - Faster players 
FLEA CIRCUS - Smaller players 
GD CHALLENGE - Increased 
difficulty 

GLOVES - Better catches. Now 
everyone can Catch like Jerry 
Rice. Weee! 

HATCHET - Unknown 
HORSEMEN - No heads 
HUMONGOUS - Large players 
JUICE - Very fast players 
LEECH - Better DB coverage 
LOOK MA NO HANDS - No 
catches. Stick to the run! 
LOUD MOUTH - Loud PA 
NYSE - Unknown 

PSYCHIC - Unknown 
REJECTION - Unknown 

SHOW OFF - When you dive, 
press jump to do a roll and 
keep running. 

STRETCH - Unknown 

THIN AIR - Higher kicks 
TOAST - Easier to burn a 
defensive back 

VIRTUAL POLYGONS - Two- 
dimensional players (flat) 
WATERY Al - Stupid CPU 
MCMAHON - All players are 
named McMahon. 


NFL QUARTERBACK CLUB ’98 


Small, Wide Players: 

To give your players a short, 
flattened look enter this code in 
the Cheat Menu: JPNSMWR 


Goliath Mode: 

Enter GLYTHMD and all the 
players will be HUGE. The 
in-game voices and Marv’s 
play-by-play also drop by a 
whole octave, but the ball and 


the refs stay normal. 


Unstoppable Running Backs: 
Enter RNLDSWZNGR and your 
running backs will be unstop- 
pable, like Arnold. 
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Small Midget Mode: 

Enter SMLMDGT and your play- 
ers will all be tiny, while the refs 
stay their normal size. In addi- 
tion, all player voices are now 
high-pitched and Marv Albert 


sounds like he's been sucking 
on helium. 

Tall and Skinny Mode: 

Enter BBMNTBL at the Cheat 
Screen and your characters 
will have a squished, tall and 
skinny look in the game. 
Unlimited Downs: DWNDRV 
Faster Players: MCHLJNSN 
Great Running Backs: 
WLTRPYTN 


FACE OFF 98 


Type the names below at the 
Player Create Screen, but 
don't change any of the 
other options on that menu. 


RAJA ALTENHOFF 
STEVE BRASKI 
TOM BRASKI 
CRAIG BROADBOOKS 
DAVE BRICKHILL 
JOS} HASSIN 
TAWN KRAMER 
JOHN REHLING 
ALAN SCALES 
KELLY RYAN 

JODY KELSEY 
PETER DILLE 

CRAIG OSTRANDER 
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Nintendo 6, 
Unlock Hidden Team 


MADDEN 624 


Although we are hoping to see 
a lot more codes for Madden 
64, here is one to keep you 
busy. To unlock a massive 
powerhouse of a team created 
by those boys at Tiburon, go 
to Season Mode and then to 
front office. Select Create 
Player and then go to name. 
Enter “Tiburon” (naturally) 
into the field and then go 
down to continue. Save it and 
then go back to the Main Menu 
(using the B button). Now go 
into Exhibition Mode and 
Tiburon’s team will be selec- 
table and ready for battle. 


Nintendo 64 
Tons Of Cheats 


WAYNE 
GRETZKY 3D 
HOCKEY 


Logo View: Press any button 
(except Start) on the attract 
screens to view logos, records 
and credits. 

Instant Start As Gretzky: Press 
any button at the same time 
you press Start on the Title 
Screen. After pausing the 
game, go into the Options 
Screen and press the following 
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combos for various results: 
Head Scale: Bottom C +R 
Button. 

Body Scale: Left C button +R 
button. 

Y Scale: Top C button + R but- 
ton. By combining these with 
multiple-button presses, you 
can create wacky players! 
Special Teams. 

This trick will give you access 
to four new teams. To get 
them, go to the Options Screen 
and enter this code: Hold the L 
button, and then press on the 
C buttons: Right, Left, Left, 
Right, Left, Left Right, Left, 
Left. If done correctly, a series 
of numbers will appear at the 
bottom of the screen. Go to the 
Team Select Screen and scroll 
through the teams until you 
reach the four hidden teams: 
USA, Canada, 99ers and the 
Williams team. 

For Lots-O-Fighting: Go to 
Options Screen, hold down the 
L shift button; enter this on the 
C pad: Right, Left, Left, Right, 
Down, Up,Up, Down, Left, 
Right, Right, Left Right, Left. 
Some numbers should appear. 


Nintendo 64 


A Really Cheap Way To Beat Any Team 


FIFA 64 


During a match, pause and 
access the Controller Select 
option. Then move the 
controller icon under the other 
team’s flag. When you go back 
to the game, dribble the ball 
into that team’s own goal. 
Repeat this process until you 
have enough points and before 
the match ends, make sure 

you switch back to the winning 
team. If this doesn’t assure a 
win every time, you may really 
be in need of some extensive 
practice sessions. Keep in mind 


PlayStation 
Various Cool Tricks 


NHL 98 


Try these codes at the pass- 
word screen to make the best 
hockey game even more enter- 
taining in a few odd ways. 
NHLKIDS: Small players (kids) 


a 


this trick is intended for the 
original FIFA 64 and not the 
much-improved sequel, Road 
to World Cup 98 which comes 
out in November. It'll probably 
work on that too. 


replace your players. 
BRAINY: Big heads 

BIGBIG: Big players 

STANLEY: Video of winning 
the Stanley Cup. 

3RD Third jerseys 

EAEAO: EA Blades team 
PLAYTIME: Tiny players with 
big heads and large goalies 
with large heads. 

FREEEA: Adds the game's 
developers to the free-agent 
list. | bet they're just a wealth 
of talent. 


From Little Players To Skeletons 


Everything 
NHL BREAKAWAY ‘98 


Pause the game, then press RI, 
R2, Right, Left, Ri. This will 
bring up two Cheat Menus. 
The codes are as follows: 

Big Players - Big players 

Little Players - Small guys 
Pass Lines - Draws a line on the 
ice to the pass recipient 

Phat Puck - Big mother 

Big Head - Huge melons 

Flat Foot - Big shoes 

Offense Al - Debug tool, now 
inactive 


Defense Al - Debug tool, now 
inactive 

Free Puck Al - Debug tool, now 
inactive 


Skeleton Mode - Wireframes 
Fast Clock - Fast clock 
Chipmunk Mode - Speeds up 
the announcer. 
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Scary Mode - Slow announce 
Brutus Mode - Increases 
damage done in fights. 

Game Fanatic Mode -Inactive 
Play Organ - Plays organ 

Play Misc. Announcer - Plays 
stadium announcements. 
Home Happy - Announcer gets 
a little too excited about the 
home team. 

Home Sad - Announcer gets 
frustrated with the home team. 


_ FIFA 64 


After scoring a goal, press 
the C buttons while your 
goalie is prancing around | 
like an idiot (during 
replay). Doing so will 
produce these lovely sound 
effects: Top is horns, left is _ 
crowd roar, bottom is a 
drum while right is a _ 
lunatic yelling “goal.” 


ISS Soccer 64 

Giant Heads: 

At the Title Screen enter: © 
Top C, Top C, Bottom C, 
Bottom C, Left C, Right C, 
Left C, Right C, B, A, and | 
finally, hold down Z and 
press Start. If it’s done cor- _ 


— rectly the announcer 


will say “Goal.” 

When the novelly of play- 
ing with the big head guys - 
wears off, try this code to 
unlock six hidden teams. 
Up, L, Up, L, Down, L, Down 
L, Left, R, Right, R, Left, R, 
Right, R, B, A, and then 
hold down Z and press 
Start. If you did it right 
you'll hear, “What an | 
incredible comeback!” 
After that go to Team 
Selection and you'll get 
six new teams. 


VR Golf ’97 


To really put the mojo on 
the ball, create a player 
called “Hacker.” You 
should then be able to 
drive the ball over 1oo 
yards farther than what is 
normally your best drive. 


VR Baseball ’97 

Move the cursor to the 
credits and press Square, 
Circle, Square, Circle; =... 
Triangle. If entered correct- 
ly, you should end up back | 
at the previous menu. The — 
stadium name should have 
a green tint to let you know 
the code has worked. Start - 
the game and you'll be 
playing baseball in a field 
of corn. Mmmm, corn. 
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NBA Jam Extreme 

Beach Ball Mode 

To play with a beach ball, 
press Pass, Pass, Turbo, 
Extreme, Turbo, Pass, Pass. This 


must be done before the tipoff. 


Big Feet: 

At the Big Head Screen, hold 
Left while selecting yes or no. 
Bonus Game: 

To access a four-player bonus 
game, push Up on all four 
controllers, then press Extreme 
while exiting the Select Screen. 


World Wide Soccer ’97 
Execute these moves while 
playing the game. 

Back Flip: While running, press 
Back, Forward, then B. 

Side step: While running, 
double tap to the right or left. 
Rainbow Kick: Left, Diagonal 
Left, Down, Diagonal Right, 
Right + B. 


Goal Storm ’97 

Stone Heads: In the Title Screen 
press Up, Up, Down, Down, 
Left, Right, Left, Right, Square, 
Circle. If entered correctly, 
you'll hear a scream! The 
result? When you start the 
game, the players will have 
heads like stone sculptures. 


NBA: In the Zone 2 

All-Star Team: 

With the cursor on Start, press 
and hold Li, R2, Select and 
Start until the screen fades out. 
You will then be able to select 
the all-star team in Exhibition 
Mode ONLY. 


Special thanks to the following 
sites for help on the codes: 


VideoGameSpot 
(http://www. videogamespot.com) 


N64HQ - 
(http://www.n64hq.com) 


Sega-Saturn.com 
(http://www.sega-satum.com) 
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Satum 
Sheep And More! 


MANX TT: 
SUPER BIKE 


It may not be the most 
in-depth motorcycle game, 
but at least it has a... 

Sheep Code: 

At the "Select Transmission” 
Screen, press Up, Up, Down, 
Down, Left, Right, Z, Y. When 
the game begins, everyone will 
be riding sheep—such bliss! 
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Super Bikes: 
At the Mode Select Screen, 


Course Map 


press L, R, X, Y, Z at the same 
time for a super bike. If you 
can't get that one to work, try 
pressing Y, Z, Right, Left, 
Down, Down, Up, Up. 


PlayStation _ Tantalus Bike: 
Everything Under The Sun On the Transmission Select 


TRIPLE PLAY 98 , Screen press L, L, R, R, Left, 


Right, Left, Z, Y, Z. 


These codes are done while Circle, Triangle. Announcers : Wait for the time to run out 

holding the Li+Ri+L2+R2 give some funny commercials. : and when you start the race, 

buttons simultaneously while Crowd Cheer: Down, X, Down, : your bike should be grey 

in the middle of a game: Z, Triangle. The crowd cheers. : and the rider should have a 

Strikeout: X, Down, Circle, Crowd Boo: Down, X, Down, X, : Tantalus logo on his back. 

Square, Right, Left, Triangle, X. The crowd boos. : 

Up. This forces the next pitch UNDERWEAR CODES: After you : Nintendo 64 

to be a strikeout. get the new stadium codes, ' Secret Car 

Homerun: Up, Triangle, Left, put in the same code on the 

Right, anata civele a x. cornfield. Just input it once : TOP GEAR 

Next hit will be a home run. then go back and use the : RALLY 

Crowd Comment: Square, dream team, and have them 

Circle, Square. Announcers talk be the home team. When you =: Finish the third year (all six 

about the stadium and crowd. do this the players will be seasons, including Spring, 

Weather Commert: Circle, x, wearing only underwear. : Summer, Fall, Winter, Expert 

Circle. Announcers talk about EA Dream Team Code: Go to the : and Professional), and you 

the weather. Team Selection Screen and : will receive the Cupra Car. 

Sponsor Comment: Triangle, input: L2, R2, L2, R2, Circle. : Essentially this is an ice cube 

Then move over : _ floating on top of four wheels. 
to the 33rd overall : It doesn’t have any special 
Sa Set D team. 3 odometer or features, but it 
Abie: Jes To Get : handles quite nicely. 


Additional Fields: 
LI,RI,LI,RI, Syuare 
at the Stadium : | 
Select Screen. You tg 
| will now have 

[a | Ff cr Ebbetts, The Polo 
] Cowk Ose e : Grounds and 
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PlayStation 


A Ton Of Secret Characters 


NBA LIVE 97 


Type the name of the produc- 
ers’ and programmers names 
in the Create-A-Player option. 
Make sure you push Start at the 
last letter of each name or it 
won't work. It will put them on 
the free-agency list, though it 
won't count as a created 
player. You can have all the 
producers and still make 40 
players. The announcer even 
announces their names: 
Amory Wong 
Allan Johanson 
Brian Krause 
Dom Humphrey 
Daniel Ng 
Robert White 
Dan Scott 
David Bollo 
Sebastiaan Reinarz 
Sheila Allan 
Michael Vanaselja 
Casey O'Brien 
Daryl Anselmo 
Giovanni Sasso 
Kim Gill 
Mark Soderwall 
Greg Allen 
Cindy Green 
David Laviolette 


PlayStation 
Extensive Cheat Codes 
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sf -21-Alston pf 91\ Rodman 
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c 13 Longley 


Adam MacKay-Smith 
Traz Damji 
Steve Royea 

Crispin Hands 
Jeff Mair 
Sam Nelson 
Ed Fletcher 
Stan Chow 
Tarrnie Williams 
Michael Klassen 
Marcus Lindblom 
Dave Warfield 
Ivan Allen 
Brian Wideen 
Brent Nielson 
Aaron Grant 
Renata Antonic 
Zoe Quinn 
Sean O'Brien 
Novell Thomas 
Al Murdoch 
Ernie Johnson 


TEST DRIVE: OFF-ROAD 


From the Main Menu, access 
the Options Screen. Next, go 
to the Driver 1 Setup; choose 
“Enter Name.” Clear the 
current name and put in the 
following passwords to 
unlock new codes: 

BEEFY: Unlocks the Monster 
Truck in Practice Race. 
FIFTY: Unlocks the Hot 

Rod in Practice Race. 
SANDDUNE: Unlocks Speed 
Demon and Mud Runner 
Cup in Mixed League. 
Unlock Tracks Mixed League 


Cups: To do this trick, you 
must first go to Options, 
and into the Driver | Setup. 


Next, go into Enter Name. 
Clear the name and enter 
“ALL TRACK.” Press Triangle 
to exit then go back into 
the Name Entry Screen. Clear 
the name again and enter 
“ELVIS.” Now when you go 
back into the Mixed League 
options, all the tracks and 
League Cups will be open. 


Saturn 
Mirror Mode And More 


DAYTONA 
USA: CCE 


Mirror Mode 

At the Course Select Screen, 
press and hold the X,Y and Z 
buttons. Then select your track 
with A or C. At the Course 
Select Screen, the words 
“Mirror Mode” will appear on 
the left side. You will now 
have two backward tracks. 
Supercar and Two Horses: 

For the Supercar Daytona hold 
X+Y¥+Z+R and then C to select 
your game. 

Uma: Enter the Daytona code, 
return to the Main Menu, and 
hold X+Z+L. Then press C to 
select your game. 

Umaz2: Enter the Uma Mode, 
return to the Main Menu and 
hold L+R+Y+Z. 
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Saturn 
Sure Home Run 


WORLD SERIES 
BASEBALL ’98 


Play a game with the San 
Francisco Giants. When it is 
Barry's turn at bat, set him to 
swing in either of the lower 
areas (A or B.) Wait for a 

nice pitch down there and hold 
Up while you swing. If you did 
it right you'll hit a home run 
about 75 percent of the time. 
Easy Outs 

In the classic Home Run Derby, 
press and hold Up before the 
pitcher throws to the hitter. 
This will make the pitcher 
throw high and it will count 
as an out. 
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NBA Hang Time 
Secret Players: 

At the character select screen, 
select these passwords and PIN 
numbers to play as your 
favorite NBA athletes as well as 
some interesting freaks. 
Ahrdwy ~ 0000 
Amrich ~ 2020 
Bardo - 6000 
Carlos ~ 1010 
Cliffr - oo000 
Daniel - 0604 
Danr = 0000 
Davidr = 0000 
Divita - 0201 
Dream ~ 0000 
Eddie - 6213 
Elliot - 0000 
Eugene - 6767 
Ewing = 0000 
Ghill - 0000 
Glennr - 0000 
hgrant - 0000 
Jamie ~ 1000 
Japple - 6660 
Jason ~ 0729 

JC - 0000 
Jigget - 1010 
Ifer = 0503 
Jonhey - 6000 
Johnsn - 0000 
Kemp ~ 0000 
Kidd ~ 0000 
Kombat - 0004 
Malone - 0000 
Marius = 1005 
Marty = 1010 
Mdoc ~ 2099 
Mednik - 6000 
Miller - 0000 
Minife - 6000 
Morris - 6000 
Mortal - 0004 
Motumb - 0000 
Munday ~ 5432 
Mursan ~ 0000 
MXV = 1014 
Nick - 7000 
Nobud - 1010 
North ~ 5050 
Patf - 2000 
Perry ~ 3500 
Pippen - 0000 
Quin - 0330 
Rice - 0000 
Rodman ~ 0000 
Root - 6000 
Shawn ~ 0123 
Smits - 0000 
Sno ~ 0103 
Stackh - ooco 
Starks = 0000 
Turmel ~ 0322 
Webb - 0000 
Webber - 0000 
Nfunk ~ o1o1 
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ftware Association 
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PlayStation 


EAR WILL ALWAYS BE IN THE CAR 
WITH YOU. YOU JUST CAN'T LET IT DRIVE. 
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WORLDSERIES 


PROPERTY OF PLAYSTATION “S @& 
ATHLETIC DEPT. faa 
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F HS game, youre up against 
guys who'd like nothing better than to send your puny liftte torso packine. Were 
NBA players, every NBA team, all 29 Arenas. Team specific plays. Behind the back passes. Alley 
oops. It's all here. Chick Hearn even calls the plays. NBA-Action.-36. See how you measure up, 
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